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Double agent on ZAX S \ 
| k DONKEY KONG JUNIOR 

1 Atari's Supercharger 
1 WIN AN ELECTRON 



PAGE GAMES EXTRA 





W\ 



INSTANT CREDIT CARD 
LINE (24 HOURS) 



SALES 




FREEPOST MANCHESTER M3 8BB 

061-832 9143 



Dealer enquiries invited 



SPECTRUM GAMES, FREEPOST MANCHESTER M3 SBB 

Please rush me a copy of - 

Any ZX Sp*etrum Any VIC 20 

Monster Muncher 




Socket Command 
Road Frog 
Cosmic Intruders 
Frenzy 
Caterpilla 
Penetrator 

I enclose cheque/PC^ for £ 



or please debit my Access Card No. 



N A 



N A 



N/A 



N A 



SPECIAL OFFER - 
SA VE ON THREE - 
SAVE £3,00 ON ANY 
THREE GAMES- 
PAY ONLY£13.S0 



ADDRESS 



^ FREEPOST NO 5TAMP NECESSARY 





News & Reviews 



GAMES NEWS 16 

Teach your Spectrum 11,000 words and 
then let it beat you di Scrabble Mad 
Martha resurfaces in whai promises co 
be computer gaming s longe^-ninning 
soap opera. 

VIDEO GAMING 20 

Up 1o Eaur pages with a feature on Alan 
soccer, Joystick Jury reviews and much 
more news tricking off wilh a run- 
down of the new Supercharger range of 
cassette games 

ARCADE ACTION 30 

How do you rate against the world's 
irtdeo-crazissi nation" We chart some 
US high scores for reference and look 
at Tip Top — Donkey Kona tn 3D. 

REVIEWS 136 

'['.[ = Parsec talics ilseLf inlo our colurrms 
and Urtimaie have come up wnh arcade 
winner »> letpac 

NEXT MONTH 140 

There's news ol our Summer Holiday 
launched Next Month with 
£S.0ti0 as first prize. 
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ings 



DONKEY KONG JUNIOR 32 

Son of Kong comes to the screens in glorious Spectrum colour in 
search of his big daddy captured by the unscrupulous Mario. Can you 
stand the suspense! 

SHOOTOUT 36 

If you like taking potshots at those bobbing ducks at fairground 
shooting galleries you'll love this game. 

SPIKE ATTACK 44 

You'll have to get the point of this game quickly if you want to survive 
the deadly alien spikes. For Dragon owners who enjoy a touch of 
acupuncture treatment. 

5QUONK 






GHOST TRAP 

You play a dangerous game when you go hunting the man-eating 
ghosts. But us* fun attempting to lure them into your deadly laser- 
traps. A haunting experience for Vic owners. 

ZAXV 104 
Mystery and adventure on a planet time has passed by. Can you 
discover the identity of the double agent sending secrets which could 
undermine the Spectrum-ZXei federation 0 

PLUS GAMES EXTRA 63 



48 

A battle of wits within the corridors of a lethal maze. A game of 
strategy and quick thinking for (wo players with joysticks. Ptus the 
"best title display"' our reviewer has seen on an Atan. 

METEOR 52 

And now for the weather forecast. Meteor storms will be moving 
across the country towards evening. You are advised to stay inside 
and defend the city on your Texas II 99/4a, 

CATCH 98 

Why not take a day trip to the stars and drop off at a friendly planet? 
That's what they said at the travel h(ih.;s What they didn't say 
that we'd have to drop off by parachute. 1 hope you BBC A owners are 
ready with the nets? 

102 





Screen gems. . 



There's a new Jook to Video 
Screens this month. For a start 
we've changed its name to Video 
Gaming and we've boosted it up 
to four pages. 

There you'll find news, com- 
petitions, a full page of reviews 
and a different feature every 
month: kicking off with the tale 
of the tail-less joystick. It starts 
on page 20. 

Pure computer buffs won't be 
losing out though as we've 
added eittra pages — 32 of them 
— devoted purely to listings, to 
keep CAVC the best listings 
magazine you can buy. 

Donkey Kong and the brilUanl 
3D labyrinth will brighten up 
Spectrum owners 1 lives; there's 
3D Road Race and Frogger for 
T.I. owners; Short Circuit on the 
Sharp and a host of other games 
for other computers. 



Features 



MAILBAG / 

Editor with one track biased mind 
shock! 

COMPETITION . . 10 
CHESS 27 

Botvinnik: a human chess champion 
turned compuler master 

BUGS 28 

Aqua anlics as the Hugs' programmer 
gets his hands on Sub Commander 

SOFTWARE FORM 58 

SCIENCE FICTION 1 12 

Sci Fi author David Langford is back 
with an unlikely tale of Galactic Camels. 

SOFTWARE DISASTERS 

116 

A new column which gives readers the 
chance to hit back at the industry 

WARPATH 120 

SlOUX Chief or Cavalry General' The 
final pan of Ron Potkin s wargame 
deils with combat. 

MACHINE CODE 1 ZZ 

Ted Bail delves deeper into the rays 
limes of Machine Code 

SEVENTH EMPIRE 126 

It's back. The Seventh Empire rises 
again with more tales of sieUai Mold 
puaies and space treachery 

PUZZLING 128 

Trevor Truran sets some more brain- 
teasers. 

ADVENTURE 130 

Two pages of Keith Campbell as ht- 
checks out hobblts 

GRAPHICS 133 

How computet!; "see ihe real world 
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NOW BBC SOFTWARE 
IS EASILY AVAILABLE AT 

WH. SMITH. 

When it comes to software f or the BBC Micro, 
there's no question who's right up your street W. H. Smith. 
Our range of software, from the leading software 
houses? already covers some 40 programs. And it's growing fast 





THE W. H. SMITH SPECTRUM TOP TEN 

Chosen from our vast range of software for the Sinclair Spectrum 
with particular reference to presentation, challenge, excitement 
and value for money. 



Tide 


Producer 


KRAM 


Price 


Vu-File 


Sinclair 


16 


£8.95 


The Hobbit 


Sinclair 


48 


£14.95 


Flight Simulation 


Sinclair 


48 


£7.95 


Vu-3D 


Sinclair 


48 


£9.95 


Hungry Horace 


Sinclair 


16 


£5.95 


Horace Goes Skiing 


Sinclair 


16 


£5.95 


Chess 


Sinclair 


48 


£7.95 


Jet Pac 


Ultimate 


16 


£5*50 


Penetrator 


Melbourne House 


48 


£6.95 


Sentinel 


Abacus 


16 


£4.95 



COMMODORE 64 

Larger branches of W.H. Smith now also stock the Commodore 64 
together with a wide range of the latest software. 

WHSMITH & 

ET^ Prices correct &i th<j utthmhI ^ Hng io press. Subject to availability. Ai selected branches- 1 uil>. ™ 
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ANIR 



XENOH 



A'- E tfPANDFD D m ret-** presentation *ilh 
upWt) acnun parked space thMlpr written 
t-ttUt^iy it* mafhme code with i*mt action 
pac^-d stages Tn deslrcy powpr source ol 
KwfQ 2 /'"iu have rfj hgh! o1f uAm^S fj* rohol 
.H!ac* plasma bombing by thr* ipg^ons nl thr 1 
uff*r sflriclurri and finally aMaeh the power 
wurce protected by a forcp fie'd continuous 
nnmhardment by guardian* a«d blockading fty 
wir) whirling suicidal space ships Truly fl gamp 
tr it an atcadians 



JS 



VIC 20 



CAVERN FIGHTER 

All M C version of SCRAMBLE Lasers nornhs 
r riMiinuous sconng and sound pMecls give all 
rne ihnii*, ol arcade qame P^ot your space shhp 
Ihrough the lortuous lunnpis and caverns 
dp-slruymg e nemy rrnss«'e launchers fuel dumps 
and airborne trre saucers Four snips to 
complete mission 10 sk.n teveis 




SOFTWARE 



a 90 



KB JS 



VIC 20 Unerp £5 95 



KRAZY KONG 

An E-XPANDE-D screen large graphics rnllm 
b.nrrpts hammer lirebalis. lifts handbags and 
umbrellas as you try to rescue the damsel Kong 
has abducted Spectacular collapse or Kong s 
lair in the lourth screen Uses all 21K Of your 
enpanded Vm lor thrs lon*n M C ihnllpr 
Complete wrh high score lahle 



GALACTIC 
ABDUCTORS 

A stunning action packed qam< 



for thp superb large rimni ■■■ 
graph ic i Giant Space Hawkv whitl 
and weave m mincate paiiems as 
Ihey drop Iheir deadly homing 
mines which will destroy your hnsr* on 
contact While you are busy delenrtirii} 
yourself the Hawks will teed on your 
hetplpss populaUnn returning nnly 
t>pjr skulks All M C qnmn c.nmplpte 
with high score tnble lhai will blow 
ynur rninft with i|s graphics and sound 

elfecl* 

VIC 20 16K C7 90 



FROGRUN 



CRAWLER 



KB,JS 



VIC 20 16K E7.&0 



'Am M C version dT CeMipede Homing spiders 
mushroom iay |n g Upas and multi-direction 
1 ravel make* This game fast and furious with 10 
skill levels 



SLAP DAB 



NEW 



JS 



VIC 20 Uneap £5,95 



PHARAOH'S TOMB 

Once you enter, the only way out is wilh ihe aid 
ol a key which unlocks the myslery ol the 
Pharaohs tomb Beware ol ihe mantraps ihe 
ancient Egyptians so painstakingly bu'M One 
rafse move and you will meet ihe same 'ate as 
beteil othe» tomb robbers over thousands ol 
ypars A multi-screen biq graphical advenlure 
*irb M C movements 



An exciting ^ame based on the arcade game 
PAINTER which combines fast action with 
strategy. Giant inserts hiding under the old 
paint surface are released by your paint 
brush. You require fast action and quick 
thmkmg to outwit them and finish the panel 
The game is 100 percent machine code md 
HI-RES. graphics also includes HUscore and 
running score with brilliant sound effects. 



Popular arcade game AM marfime corte wilh 
brilliant colour graphics and sound elfect 
features include snakes crocodiles lady frogs, 
lurlles cars lorries and Inqs 



^ KB JS VIC 20 Lineup £5 95 

i<BJS SPECTRUM 16K 49K £4,95 

KB JS COMMODORE 64 £5 95 



S 1 



DRACULA 



KB JS 



DOTMAN 



VIC 20 UNEXP £5.95 



Count Dracula is asleep somewhere m his 
caslle He rise* al midr»qhr ftnrj you musl tind 
him and drive a slake Ihrough his head before hr> 
nses A multi-screen graphic adventure 



VIC 20 3K C5.95 



KM 



VIC 20 16K £5 96 



SEVEN PROGRAMS (VOL 1) 

H.-r-es ?ames for ihe w^.ole family. Board 
same OjneNo plus Bomber, Sralomj Bounce 
out. L^n^r DozKcr, Memory and Snake. 



Ghosts chase you as you try to eat the dot£ and 
collect po<nts Vou can turn the tables on ihem 
by eaimg the p»Hs Pont torget the ghosts have 
been given intelligence and will try to corner 
you Tins leaiure makes Dolman excilmg and 
challenging All M''C game complete wilh 
running and highest scores and tunnels 



JS KB 



VIC 20 Uneicp £5 95 



KB 



VIC 20 Une*p £5.95 



SEVEN PROGRAMS (VOL 2) 

Another Hi -res f.imes pack for the family 
Graphical Adventure. Gob'ins Gold, plus 
Dare Dc*il. Greets, Grand Pnx. Breakout, 
Cobra anO Mint 4 eld. 



ZOK'S KINGDOM 

Vour *;iarcruiser badly damaged in a meleor 
storm is forced to crash land on the planet rufe<i 
by 20K a lime space qeneraied image ol 
Pracula Vou are challenged to a bailie ot wits 
iind endurance as the battle lor survivar starts m 
earnest *n >h<s big muHi-screen graph<cai 
adventure m hi-res graphics and M C move- 
ments 



TINY TOT'S SEVEN 

Supe* qamPS pflck for yoiingf?r children *i1ri 
bnghi cotour graphics and sound eflects 
Everybody s favtjurtte Simon plus Super Snap 
OsanoXs Word Jumble Bomber Duck Shooi 
and Mad Drivers 
'j^KB SPECTRUM 1GK-4«K £4 95 

KB VIC 20 Uneip £5 95 

3D TIME TREK 

At last a 3D game lor the VIC Although badly 
wounded you are determined to seek and 
destroy the marauding space piraies who have 
now dispersed around the galaxy m search ol 
fresh prey A brilliant Sfarfrek game w>th a 
dit'erence - spectacular 3D graphics and m^i 
arcade actions 



KB 



VtC 20 Unexp £5 95 KB JS 



VIC 20 16K £5 95 



JS 



VIC 20 16K £5 95 
COMMODORE 64 £5.95 



SOFTWARE WRITERS 

We are looktng for top class Writers lo join our 
growing software leam If you have written a 
quality game for VIC 20 SPECTHUM DRAGON 
32 OR*C 1 or COMMODORE 64 then contact us 
We pay top royalties for accepted programmes 





VfSA 



24 HR CREDIT CARD SALES HORLEY (02934) 6083 



TRADE ENQUIRIES WELCOME 
GENEROUS DISCOUNT 



PAYMENT BY CHEQUE. P.O.. ACCESS VISA 

ANIROG SOFTWARE 

26 BALCOM8E GARDENS 

HORLEY SURREY 



Please enclose 50p post packaging per order. 
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Please drop us a line at: Computer and Video Games, 



PMAP, Durrani House 8 Herbal Hi 19. London EClR 4JB 



PLAYING 
BY MAIL 

Dear Sir, 

Due to being unbearably 
bored during the last couple 
of weeks, I have decided to 
take part in a play-by-mail 
game, I would be grateful if 
you could give me the 

addresses of people I should 

contact to get further 

information, 

Steven Mill. 

Broughty-Ferry, 

Dundee. 

Editor's reply: There are 
several games you can 
play, Steven, Starlord by 
Mike Singleton, I Rake Hey 
Close, Moreton, Wirral, 
Merseyside, Vorcon Wars 
by John Nicholson, 71 
Juniper, Birch Hill, 
Bracknell. Berks. Or for 
free you can enter our own 
Seventh Empire play-by 
mail game in the July issue. 

LOW COST 
SPECTRUM 

Dear Sir, 

I have just read that the ZX 
Spectrum will be going down 
in price. Does this mean that 
it will now be cheaper to 
convert my 16K Spectrum to 
48K? 

Simon Gill, 
Bellbroughtan, 
West Midlands. 
Editor's reply: The price of 
the Spectrum goes down 
from May 2 19A3. A 16K 
Spectrum will cost £99,99, 
making it the first under- 
£100 colour micro to be 
available. The 4BK model is 
reduced to £129.99. The cost 
of an upgrade to 48K is 
reduced from £60 to £40. 

Orders for a Spectrum 
placed by mail order after 
April 7 were frozen, so if 
yon ordered a Spectrum 
after that date you should 
be receiving a refund. 




DEFENDER 




Dear Sir, 

As a proud Atari 800 owner 1 
must complain strongly on 
your review of the Defender 
cartridge For this machine. 

According to me, the 
graphics are spectacular for 
the 16K program and equal 
to those of Acornsoft's 32K 
Defender program 
(Planetoids) for the much 
over- rated BBC in every way. 

There is no question of 
which is easier to play 
because playing with six 
keys at once on the BBC 
keyboard is impossible. 

Lastly, on the question of 
the best quality software, it is 
known in every home 
computer selling nation that 
the Atari has the most and 
certainly the best quality 
software of any available 
computer and it does not only 
come from Atari Inc. but from 
a variety of companies. 

It is not like the BBC where 
you are restricted to 
Acornsoft software if you 
want programs of any 
reasonable quality. 
Paul Ippaso, 
Bairow-on-Soar, 
Leicester, 



Editor's reply: Thanks for 
your comments Paul, but as 
a keen Defender fan I can 
only defend my reviewer by 
saying that I also prefer the 
BBC version of Planetoids. 
The action is more 
reminiscent of the arcade 
original and the screen 

scrolls more neatly. 

Also you don't mention 
the fact that Atari's 
Defender is much more 
expensive than Planetoids. 

Still, perhaps we have all 
been spoilt by arcade 
Defender anyway 

SPECTRUM 
STICKS? 

Dear Sir, 

Can you get joysticks for the 

Spectrum? 

M. Law, 

Surron Coldfield, 
West Midlands, 
Editor's reply: There are 
many companies Belling 
joystick interfaces for the 
Spectrum. Try Fuller, 
Kempston or AGF 
Wardware. A Spectrum 
Joystick review soon. 

LOCATIONS, 
ROUTINES. . . 

Dear Sir, 

I am writing to tell you about 
some useful memory 
locations and routines which 
may be of some value to 
those of your readers who 
own a Sharp MZ-80K, They 
are listed below. 
POKE 10167,1 removes the 
PEEK protect from Sharp 
Basic. 

Type SG when you switch on 

and a beep will sound when 

you hit a key, 

Type SS and the beep will 

stop. 

POKE 53555,0 will blank the 
screen whilst retaining 
anything on it and POKE 
59555. 1 will reactivate the 
screen, 



PRINT AT X,Y; can be 
simulated by POKE 4465, 
X:POKE 4466, Y:PRINT 
'character" 

POKE 4464,1 will go into the 
small alphabet mode without 
having to press srnl'CAF. 
POKE 10682.1 before saving a 
program will cause the 
program to run automatically 
after loading. 

The location of the 
keyboard buffer is 17628, but 
this only holds the ASCI 1 
number of the key being 
pressed if GET is issued 
before hand, thus GET 
A$:AS-CHRS (PEEK( 17828) ) 
can be used in a program so 
that movement of your ship 
ot whatever is continuous. 

Finally to make a security 
copy of Sharp Basic, simply 
load the Basic and type POKE 
10167,1: USR(33): USR(36) and 
hit CR 
Jan Clarke, 
Stoke on Trent, 
Staffordshire^. 

REVERSI 
REQUEST 

Dear Sir, 

I think it was in the March 
1982 edition that Gordon 
Stevens gave us an excellent 
Reversi (Othello) program for 
the ZXSl, 

However, this used some 
machine code and peeks for 
which there does not seem to 
be direct Spectrum 
equivalents. 

Any chance of a Spectrum 
"conversion kit" for this very- 
good program? I want to try 
to beat the swine!! 
G, N. Thome. 
Welwick, 
HuU, 

Editor's reply: I suggest that 
yon try and get hold of a 
ZXSl manual with all the 
system addresses in. Most 
of the variable names are 
the same as those for the 
Spectrum, and it's simply a 
matter of replacing the 
locations. 
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SBD Summer Software 







Mission Asteroid 


C 1 ~t iH-T 

£ 12.95 


Legacy of Uylgamyn (3rd Scenario) 






Mystery House 






£26 95 


Appfe Panic 


\l2Z.UU 


Mouskattack 


£22.00 


?rv\* 1 
COtK 1 




Bandits 




Napoleon's Campaign 


L*f5.UU 


ffirir II 

tork fi 


£29 95 


Beer Run 


f. I 7.95 


uiympic uecarnion 




Zork III - new 


£29 95 


Blade of Bteckpoole 


E.24.95 


Pegasus II 


£19,95 


ATARI 




Cannonball Blitz 


SlzZ.OO 


rest ratroJ 


C 1 o oc 




Cartels & Cutthroats 


£29.95 


Phantoms Five 


E 1 7.95 


tsanaiti |4ok. cliik | 


£22. 00 


Castfe wolfenstein 


k22.00 


Photar 


t22.UU 


Crossfire [disk or cass.J 


£ 1 9.95 


Choplifter 


£24 95 


Own, 1 — — — h i ■ 


til nn 
£22, UU 


Cyclod j48K disk] 


£ 1 7 95 


Computer FoosbalJ 


£1795 


Pursurt of the Graf Spee 


f 45,00 


Frogger [disk or cass.j 


£22.00 


Computer AJr Combat 


C Jld Art 

£45.00 


rresioent eject 


C "SO QC 


(joir |cass.| 


£14 95 


County Fair 


£22.00 


Repton 


C "3^ OA 
£24 


Jawbreaker [disk or cass | 


E 19 95 


Cranston Manor 


£22, 00 


KOuOt war 


£29.95 


Lunar Leeper jdisk| 


E 19.95 


Crossfire 


C Trt f-i[- 

£ 1 9.95 


<: c 1 1 1 c 

S.fc .U.I.I. 




Maurauder |disk) 


£22. 00 


Critical Mass - new 


h — lj nr 

£24 95 


i-argon n cness 


£24 ?5 


Mission Asteroid [disk) 


£ 14.95 


Cyt/on Masters 


£29.95 


sc^aDDJe 


C 1 1 nri 
Ljf 1 . /U 


MOUSKdttaCK jdlSKj 


£22,00 


David's Midnrght Magic 


£24 95 






inaKe tsyre {ihk disk/ 


1 1 A95 


Dark Crystal - new 


C ">Jt AC 

L/4.95 


snacK AtidCK 




Sneakers j4SK disk) 


if" 1 "7 €\X~ 

£ 1 7 95 


Epoch 


£22 00 


Snake Byte 


£17.95 


Space Eggs j48K disk) 


E 1 7 95 


Escape from Rungjstan 


£ 1 7 95 


Sneakers 


£17 95 


Soft Porn Adventure IdJSkJ 


£19 95 


Falcons 


£2200 


Soft Porn Adventure 


£1995 


Threshold jdisk) 


£24 95 


Flrght Simulator 


£26 00 


Space Eggs 


£17 95 


Ulysees & the Golden Fleece 


£24 95 


Fly Wars 


E1795 


Swashbuckler 


£24 95 


Wall War -new 


£24 95 


Free FalJ 


£ f 7 95 


Threshold 


E24 95 


Way Out f48K disk) 


£24 95 


Frogger - new 


£22 00 


Time Zone 


£55 00 


Wizard & Princess I disk) 


£22 00 


Galactic Gladrators 


£25 95 


Track Attack 


£22.00 






Guadal Canal Campaign 


£45.00 


Twerps 


£1795 






Gorgon 


£24 95 


Type Attack 


£24.95 


Call to Arms 


£24 95 


Hadron 


£22.00 


Ultima II 


£37 50 


Crossfire 


£19 95 


Jawbreaker - new version 


£19 95 


Ufysees & the Golden Fleece 


£2200 


Frogger 


£22.00 


Kabul Spy 


12200 


Way Out 


£24 95 


Mouskattack 


£22 00 


Laff Pak 


£22.00 


Wavy Navy 


£22.00 


Ulysees & the Golden Fleece 


£22 00 


Lemmings 


£17 95 


Wrzard & the Princess 


£22 00 


Wfeardy 


£39 95 


Lunar Leeper 


£19 95 


Wizardy 


£28 95 


Zorkl 


£29 95 


Marauder 


£22 00 


Knights of Diamond |2nd Scenario) 


Zork II 


£29 95 


Minotaur 


£22.00 




£21.00 


Zork III 


£29 95 



FOB ACCE5S/BARCLAYCARD ORDERS, 
PHONE OUR GAME LINE ON 
01-870 9275 
(24 hour service] 



For the Atari 
- DISKEY 



For the IBM PC 

COPY (I PC 



E36.00 

£35.00 



To SBD Software, FREEPOST, OSIERS ROAD. LONDON SWlfl 1 BR | 
| Telephone: 01-870 9275 |24 hours), 0 1 B70 9986 

I Please send me the following items: 



Back-up your Software 

For the Apple 

-WILDCARD £99 00 

-COPY II + £3^ 00 

- BACK IT UP £55 00 

-LOCKSMITH £70.00 







VAT 












































□ 1 entlose cheque/postal o*der for Grand Toul 





It 



rnatie payable to SBD Sofrware 

□ Please deo<l my Access, 1 Bar eJdycafd.'Amex | delete as app.} Number 

I I I I 1 1 I I I I bpow 

Narne 



»...i<Vc\<. 



B20 
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INTERTON 
INTERFACE 

Dear Sir 

I own an hiterton VC4000 
video games console 
marketed in the UK by 
Harumex Ltd. Could you 
please inform me whether it 
is. or will be, possible to in 
some way connect {via an 
interface or other means), the 
console handsets to the 
Sinclair ZX Spectrum which I 
have fusi purchased. 
Gary Wilson, 
Colchester, 
Essex. 

Editor's reply: Most of the 
joystick interfaces sold axe 
sticks with two 
potentiometers inside. If the 
interton sticks are this type, 
then its just a matter of 
making sure that the wires 
go- to the correct pins- 
Details should be provided 
with each interface. 

ATTACK ON 



ATARI! 



Dear Sir, 

After reading your current 
issue I find myself with 
enough material for four or 
five letters. Ill try and cram 
the lot into one, Lucky you, 

BBC v Spectrum, All your 
well heeled correspondents 
with Model Bs seem to have 
missed the point of the 
original letter which was — if 
£399 is all you have to spend 
then a Spectrum plus 
peripherals is better value 
than a BBC with none. 

I believe the letter then 
went on "and ITV make the 
best TV programs in the 
world." 

Actually ihe best TV 
programs on ITV are shown 
on Channel 4. Draw your own 
conclusions. 

Atari v Colecovision, When 
Atari were flinging writs at 
Act i vision, their excuse was 
that software was where the 
money was and they wanted 
10 protect their markets. 

I would have thought the 
Coleco. Atari adaptor was 
extremely unlikely to detract 
from Atari's sales. 

One therefore concludes 
that they have a vested 
interest in keeping their legal 
dept. overworked. 

Incidentally, if the pioneer sof 



record and film had adopted 
the same attitude as Atari, I 
very much doubt if there 
would have been any Bros. 
Warner to own Atari in the 
first place. 

Atari v Imagic. Atari must 
be daft if they think we can't 
tell the difference between 
Demon Attack and Phoenix. If 
there is any similarity then it's 
probably because they can't 
fit arcade Phoenix into the 
Atari's memory. 

What's more, I'm getting 
sick and tired of Atari 
chucking writs at everybody. 
If they don't cut it out, I'm not 
going to buy any more of 
their products. Intellivision 
cartridges are cheaper 
anyway, So there, 

Interesting bit of news that. 
Just one thing. Didn't I write 
and tell you about them six or 
seven months ago? 
Deke Roberts, 
Temple Cowley, 
Oxford, 

Editor's reply: Bat we had 
to wait until they were 
about to come out Deke! 
Still, thanks for your views. 

WE NEED 
REVIEWERS 

Dear Sir, 

I have recently upgraded my 
Spectrum from 16 to 4BK and 
am now ready to take on the 
gaming world. 

Being a regular reader of 
your magazine, since long 
before I ever persuaded the 
powers that be to buy me my 
first computer, I am writing to 
see if you need any more 
help in compiling your 
reviews section or testing 
games. 

I have a printer and will be 
pushing for the marvellous 
microdrive as soon as it 
appears. 

Rebecca Calweil, 

Edgeware, 

Middlesex. 

Editor's reply: Yes Rebecca, 
we cam make use of your 
talents we are still finding 
we have more tapes than 
our current resources can 
cope with on four 
microcomputers. These are 
the Spectrum, Vic-£0, 
Dragon 32 and BBC, If 
anyone out there is 
interested please write with 
details of the equipment 
you own 



GORILLA 
GRIPES 



Dear Sir, 

I am writing to you 
concerning the letter you 
published ltl your May edition 
from Iain Reddick of 
Kirkaldy, Fife, about C Tech's 
Krazy Kong. 

I would just like to say that 
I totally agree with him. I also 
believe that the advert is 
meant to be misleading 

Sometimes I find it 
impossible to load the 48K 
version, but when I do I 
never seem to be able to 
reach the final stage as every 
time I complete a stage I lose 
a life and, I assume, return to 
the beginning. Could this be 
a bug? 

The game is very very fast 
and definitely unplayable. 1 
too waited for over a month 
for my copy to arrive and 
have also decided to return it 
to C Tech with a letter of 
complaint. 
At Yates, 
Ilkeston, 
Derbyshire. 

warn 




OVERPRICED 
CARTRIDGES 

Dear Sir, 

I am writing to complain 
through you to some of the 
large Atari 400/800 software 
producers, I have had my 
computer for about nine 
months and have only been 
able to purchase two games 
cartridges due to the really 
high prices that are charged 
for these items. 

The price for a cassette 
game for any other computer 
such as the Vic-20 or ZX 



Spectrum is about £5-£10 
which seems very fair, but 
nearly all Atari cassette 
games are nearer or over the 
£20 mark which 1 am sure 
many other Atari 400/800 
owners think is extravagant, 

One of the reasons I 
bought the Atari computer 
was for its graphic 
capabilities and I now find 
that I can't afford games at 
these prices 

Have you or any other 
Atari 400/800 owners any 
views on the matter? t think 
the Atari computers have 
been out long enough for 
games prices to be lowered 
considerably. 
Eddie Mitchell, 
London, 
iVWft 

Editor's reply: Thanks for 
your comments Eddie, I 
agree that Atari software is 
not bo superior to other 
micros that it justifies these 
large prices. Perhaps other 
Atari owners will give us 
their views, 

AMPLIFIED 
SPECTRUM 

Dear Sir, 

1 am an owner of a ZX 
Spectrum and find that the 
sound or lack of it irritates 
me more than anything else. 
But now I have discovered a 
way of amplifying the sound 
through the cassette 
recorder, The sound coming 
from the computer is still 
present but additional sound 
comes from the cassette 
recorder. 

To amplify the sound 
through the cassette 
recorder, the Spectrum's ear 
plug should be plugged into 
its socket on the machine, 
The other earplug should be 
plugged into the MIC socket 
of the cassette recorder. 

The cassette recorder is 
then set to play and, then 
PAUSED via a pause button 
on the cassette recorder. The 
sound output from the 
cassette recorder can now be 
controlled using the volume 
control. 

This ability to increase the 
Spectrum sound improves all 
games where sound plays a 
prorninent part and at times 
can even improve scores. 
Sarbjit Cidda, 
Spondon, 
Derby. 
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VOTE FOR OUR 
FIVE GOLDEN 
JOYSTICKS 

Five Golden Joysticks are the trea- 
sured prizes which British software 
houses will be competing for this 
autuirm 

Computer & Video Games is 
sponsoring the Golden Joysticks 
Awards which we hope will be- 
come the Oscars of our games 
industry. 

This is your chance to nominate 
a company which has given you 
good service or earn due recogni- 
tion for a game which has provided 
hours of enjoyment. 

We feel our industry is crying out 
for quality games to be rewarded 
and hope it wiH give our software 
houses something to aim for 
when they feel they have 
come up with a winning | 
idea. 

In America the Arkie; 
Awards tend to go to US soft- 



ware companies and we felt it was 
time that the best of British was 
given the chance to prove itself. 

A C&VG Golden Joystick will be 
awarded in five categories and 
announced during the Brainwave 
consumer electronics exhibition in 
November. 

The five joysticks will be 
awarded as follows: 
Best Arcade-style Game goes to the 
cassette or cartridge which proves 
itself the most addictive and 
thrilling game in 19&3. 
Best Strategy Game is the title 
bestowed on the finest casset- 
te or cartridge to test the mind 
rather than the trigger- finger. 
The Best Original Game Idea is 
an award close to the heart of 
anyone who has written as 
many Pacman reviews and 
news stories as I have. I 
hope the award in- 
spires companies 
to introduce new 
ideas. 
Software House of 
the Year goes to the 
company which has won itself the 



" ■ — — — _^ company which has won itself 

Please accept the following nominatfons"for the"GoIde T~1 

Awards. Golden Joystick I 

(BLOCK CAPITALS PLEASE) 

1) Best Arcade Type Game: 

By (Software house): J 

| 2) Best s fategy Game: | 

I By; 



I 
1 
i 



| 3) Best Original Game: 
I By: 

1 ♦ . . . . 

* 1 ■ ■ ■ 

■ * ■■ ■ 

| 4) Software House of the Year: 

| 5 ) Game of the Year 

_ 

By: .. 

Name: 

* 

Address- 



w 



i 
i 



best reputation for service, quality 
game and entertaining adverts 

And finally t he Game of the Year. 
The most coveted Golden Joystick 
awarded to the game which most 
impresses the judges. 

Initially we are leaving the judg- 
ing up to you and want you to tell us 
your nominations in any or all of the 
categories. Don't feel you have to fill 
in a category where you have not 
seen anything worthy. 

For the title Software House of the 
Year, we will check out your sug- 
gestions with the dealers and also 
set some devious tests on the ser- 
vice side for the main contenders. 

And while the other Joysticks can 
only be won by British-based com- 
parties, we are leaving this category 
open to overseas distribtitors. 

We want your nominations in as 
quickly as possible. So please cut 
out the form below, fill in those 
categories where you feel strongly 
that a company deserves an award 
and send it off to: The Golden Joy- 
stick Awards. Computer & Video 
Games, Durrant House. Herbal Hill, 
London EC1R SJB. 

SPACE, THE 
LATE FINAL 
CROSSWORD! 

High scores abounded on the Delta 
Rocket to Venus as the crew whit- 
tled away at the headline of the last 
newspaper they saw on Earth 

Since Trevor Truran launched the 
flight and the competition in our 
May issue, pictures of the ACME 
Spaghetti rocket filled with words 
reduced from the headline "Major 
Venus Flight" have been soaring 
into the office. 

Top scorer was Mrs J Dixon of 
Glebe Road, Wickford in Essex with 
1,260, Close on her heels was Gavin 
Copeland of Ceder Road, Ayre with 
1,200 and K Austin of Meades Lane, 
Che sham Bucks with 1,180. 

To these three we are sending a 
Milton Bradley board game. 

We are undertaking to provide 
games cassettes for your home 
computer if you can beat Trevor 
Truran's devious dice problem on 
page 36 of this issue, 

We can't promise to provide your 
first choice cassette but we'll do our 
best. Please, include details of 
which game for which computer 
you would like as a prize. 



COMPETITION COMPETITION COMPET 



nnON COMPETITION COMPETITION C 




THE 

ELECTRONS 
ON FOR 
BUG-BYTE 

If you'd seen as many space invad- 
ers come and go as qui Bugs have, 
you too would be longing for a new 
kind of game. 

They've been haunted by the 
ghosts of long dead Pacmen until 
they were sick of power pills; 
swooped on by untold Galaxians 
and Scrambled more craft against 
mountainsides than they care to 
remember. 

At a recent meeting of the League 
of Blasted Bugs, it was unanimously 
decided to get right to the heart of 
the problem of original computer 
games ideas by asking Computer & 
Video Games readers to write in 
and tell us about the games they 
would like to see on their compu- 
ters. Give your ideal game a title 
and that all-important theme. 

Explain how the game would 
run, the objectives and where 



the skill comes in. 

And who better than Bug-Byte, 
one of Britain's best established 
computer games companies to act 
as patrons for this foray into unex- 
plored gaming territory, 

Liverpool based Bug-Byte are so 
keen to pave the way for a new 
breed of games that they have 
undertaken to put up an Electron 
computer — the long-awaited new 
offering from Acorn Computers — 
as a prize for the best idea. 

They will also throw in any atten- 
ded software which accompanies 
the proposed July launch of the 
Election, 

Acorn's early promises for the 
Electron include: BBC Basic, com- 
patible with the BBC computer; a 
standard typewriter keyboard: 32 K 
of RAM memory; eight colour 
graphics; two character ranges of 
either 20 or 40 characters per col- 
umn down 25 rows; a screen resolu- 
tion of 320 x 200 pixels for detailed 
graphics; and a fully programmable 
sound generator. 

The prize goes to the writer of the 
best new games idea we receive 



into the C&VG offices by July 16th. 
An added bonuse, if any of the top 
20 entries are considered good 
enough by Bug-Byte, is that they will 
produce and market the game, 
paying royalties to the authors. 

As runners-up prizes, five en- 
trants will be offered two software 
cassettes from the Bug-Byte range 
of BBC, Spectrum, 2X81, Oric and 
Vic games. See the panel below for 
details of how to enter and the 
competition rules. 

RRTIFACTOR 
COLLECTS 

Arkrai the artifact collector was the 
winner of the free C&VG play -by- 
mail game of Starweb. 

The game came to a close this 
month when Arkrai went above the 
desired number of points to claim 
victory over the 14 other empire 
builders, berserkers, pirates, 
apostles and merchants that peo- 
pled the Starweb galaxy. 

A full report from one of the 
vanquished next month on C&VGs 
competition pages. 



HOW TO ENTER OUR ELECTRON CONTEST 



To win Bug Byte's Electron . send 
your games idea in with a till e and 
the themes 

Lei us It now what sort of game it is 
and go into extra detail if it doesn't 
fall into the usual categories. 

Remember we are looking lor ori- 
ginality so try to give your game a 
new twist. A picture of the screen 
display might help our judges to get 



a better idea ot (he game, but it isn't 
necessary. Please don't skimp on 
the detail, the more you explain how 
it works on the computer the better. 

Send it to: The Electron Competi- 
tion, Computer & Video Games, Dur- 
rani House, Herbal Hill, London 
EC1R5JB 

All entries will be the property ot 
Bug-Byte and they reserve the right 



to develop and market the idea on a 
royalties basis. No employees of 
EMAP, Bug-Byte or their relative 
may enter the competition. The 
judges 1 decision is final and no cor- 
respondence can be entered into. 

The closing date is the 16th of July 
and please ensure that all your 
pieces of paper include your name 
and address. 
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C Model ( B' 
MICRO 




from SPECTRUM 

Sensational 

TEXAS 

OFFER! 

Fantastic reductions & 
offers on the TEXAS Tl- 
99/4A see our ad. on next 
double page for details. 




See PRESTEL Page 600161 
for up to date information 
from SPECTRUM 



NEW SPECTRUM 




M 


E 




BE 


RS 



Check our address page 1 - there are 
many new SPECTRUM dealers 
throughout the UK so there's a good 
chance there'll be a SPECTHUM 

centre near you 



VIC-20 

Package Offer! 



A sensational package offer 
on this top selling micro. A 
complete computer system 
for only £139.199 ■ see our 
advertisement for full details. 



AFTER SALES CARE 



SPECTRUM service centres will ensure that 
should your machine 'go down' we will get it 
running again as quickly as possible. We 
also olter extended warrant)** at reeaon- 
abl* erice-S too 1 - a*k your SPECTRUM 
HOME COMPUTER CENTRE tor tuM detail*. 



COMPUTER DEALERS 



Thr SPECTRUM dtifer lut ft virtually tl«*Bd. II 
fjiut area -s free and vsu'fHikl la join lat wiitinrj 
iitl, pleaie wr.lt la MIKE STERN. Sp«ctni»{U.ft.) 
lid Burrawlitlai, rYtlwvn Girdm Citr Him. 



' ^WV ' jtiW^'* WW"*" tatf''"'m^' ?*S^' P* 1 *- '" 18 ^ 6 ^^^^ KUWHHMm 

(f >V n v ■ -A*, -tm ' *Mu 'jit yes m«l 

■ wttu t m •*. ..A*. >j4... 4& I Kb tint, hkh Jk. HKt *j 

* j,. ... <k. i * . ma, 

■M- Wft- Ml i* « IM A -.1. *«* 



Yes. this, lop Ml ling Micro *y*t*rn lb now 
availably from vour local SPECTHUM dealer 
Ihe BBC Modsl'B' ottering 32K HAM plusa 
Full bach- up o< peripheral a & aoffwere 1oo 

H'9 an infinitely expandable machine, ideal 
for I he home or bu*ln*a* and >a already 
■widely used lor educational purpoeea In 
school* -so Ihe chances are your children 
may already be well familiar with lit 
operation, which mu»l make It lh« Idssl 
choice tor the home too' So if you r* 
l( Ihinklngot buymu a micro you must rake a 
look ar ihe BBC at your local 
SPECTRUM dealer NOW! but juet one 
wqrd of warning, initially slocks, will be 
limited and demand It bound to be 
great, so pl-eese phone lo check Ihe 
Stock position before making * journey 



BSC a wllh Disk intsriac-ii 

E4T0.BO 

BBC Dlik Interface Kit 

EPS.DO 

BSC Sing I* Dlik Drlva 1O0K 

£265 00 

BBC Dull Dlik Dflva BOOK 

EB03.S5 

BSC Tips Recorder 

BBC Acorn. Software Csaaetts 
based I'om 

E9J5 



BBC 01 *k bain* acftwjira 

Ell. 50 



Please Note! 



Spectrum Price 



£399 




INC. VAT 



We regret thai there is a tremendous shortage on all BBC 
equipment — please phone your nearest store before making 
a Journey to check stock position. 



SHARP MZ-80A II Q R I C" 1 




of software^ 

mm* 

Oi&k tap gimuil tin all m r,n+ SHARP M/ BOA, Rudy 10 run I hi 
m&miTii you i| hq«n» 8uiM in kairbDard CRT 9" display and can- 
fits daU flOfans wilN 48 K RAM. The BASiC with extra uielul add thorn, 
otttn quits a powerful mir.ro fur Ifie home or bu&meis ■ 4K Byr* RDM 
4(jK Byn NAM 2K B r le Video RAM 0 A5HI proliled keyboard nuni 
tnc pid ■ ?oapj Video RAM a ll a Mrs icreen Id Ik scrolled up or down 



CPr'M available 

Spectrum 
Price 



£546 rtc. VAT 



Floppy Q'tks and Acctiionsi Cable for F •" D ttmi 
far MflOA 

T*nM Floppy Disk timr line. 1/0 
Card. Duk. Cable; n&i ?5 

Um Dlik (Jn<! inn ly| [«78 SO 
Sinigl* floppy Onh. Untl f460 00 



129 79 

Pn inter i and Aeeassirm for 
MZBDA, MZ1Q8 A M28Q4C 

B0 Col Ttdttut Feed Printer ibc. 
Cable I/O C*4d fi. Horn C477.2S 




A supKiblv deafened and engineered micro and ojrsai walue 'or Tioney 
from SPECTHUM. Ulleriny 4SK RAM Colour (8 Icneground and 0 
background can be diapta^tfti at seme t>mai High rsaolutlon 
graphics User definable Graphics. Full sound IS octaves o\ con 
•< ' l-i It h •. h,u I. Easy 1r^ u« keyboard will-, moving k« y « 

Standard Centronics parallsl mtertace allows - r , ■ -.i -non to 

a wMa range ol printers elc 



Spectrum 
Price J 



169 



.95 

Inc. 
VAT 



SPECTRUM FACTS 

Maximum user RAM 47.870 Bytes 

Text screen 28x40 

High Resolution 240*200 

Cassette Lead ,„ Included 



ftar *i iwrw «rrv ii»m,pwm ptmnt nglm n^*»a ■ |o<uni»i| IH-|m*com*h til gpaig n a \n* E a OF 



SINCLAIR 

ZX SPECTRUM 



The powerful and 
infinitely expandable 

LYNX 




Just loot* at this super new 
LYNX Micro - an Incredible 

i<6KA:j2K Mifleo ran and ihai>. 
e*c-a ndatrte up ra cu beyond 
96K For ivsi £225. GO INC 
VAT rne LYNX ■■ excep- 
tronally wenetile All LYNX'* 
add o r conned 1O1* are etanv 

a»rdl-yp*4 "h^ nigh de^n-tian 
colour gra phici rr ahe it a top 
value choice tor tha home Or 
office iMirh ejcpaniion, 1he 
LYNX c*»-. become an 60 
characters per-i.ne word pro- 
cessor'! Tj»i» a l«k at the 
LYNX - a memorable Da r gam 
caw SPECTRUM, Bui Dleaw 
phone lo chac* stock OOMiid 
twrorp mail* ina a iOu* nev as fh is 
machine a Bound lo b* in 
area! demand 



Spectrum Price 



225 



IM. 
VAT 



VISCOUNT - Teach 
yourself LYNX BASIC 
£6.95 

SPECTRUM FACTS 

Maximum user RAM 13.700 
Bytes laparosO 

Texi Screen . . 24 * 30 

High Resolution 565 x 246 
Cassette Lead included 



COLOUR GENIE 



J, f -H ,J 
f . II. I | • ) 

I — I — 1 J *. j 4*4 «■ 




A truly reliable micro and highly recommended by 
SPECTRUM featuring powerful and «oph»5licale;d GQLOUF 
GRAPHPCS, allowing you lo creale full ft co'ouf Games 
Diagramsand charts quickly and simply Powerful 1GKKRAM 
memory (expandable mlernaHy lo 35Kr for FULL COLOUR 
v.deo games and POWERFUL COMPUTING wilTi a lull range 
of menpenjive accessories: 1 &K RAM pack. Joysticks, lor TV 

se 

Ge 

al work 9 



Jitnen, Light Pen. Disk Drive and a Printer Trie superb Colour 
ienie isat SPECTRUM now ' check it out and see the Gemu3 



NEW 

Low Price 



£194 



Inc. VAT 



COLOUR QIN1E ACCESSORIES 

Joysticks C49 49 

16K RAM C38 50 

Printer Interlace , C39.9S 

VISCOUNT Taach yoursetr Colour 

Genie Basic £6.95 

SPECTRUM FACTS 

Maximum uiar RAH U.lOO Bylea (approi| 

Text screen ■■»««»•*«»•<•■•«*»<•**>>•■«■■•* + «,,SM*40 

High fleaelutiofi,,* , , 320 x 1 B2 

Ceeaette Lead Included 



DRAGON 



Incredible 
Value- 
tor- 
Money! 




I0»0w BAH i*> lil"«fdl • Unrcid CiniHa Liad 
u.^nn -.'A «. oo*'«* Hi 'ton** 



Spectrum 
Price 
only 



Included 

VitC&UHt - Hi* futi if' ' . . 't ■■• 
H 05 



£115 




fNC, VAT 




Yes. this top selling micro is now available from 
Spectrum In both 16K and 46K RAM. So now 
there's no need to send by Mail Order - just call 
into your local SPECTRUM dealer and pick one 
up, 8ut past one word of warning: with this added 
avilability advantage, stocks are bound to sell 
fast - so make it soon! 

SINCLAIR 11 SPECTRUM 16K - £99.95 
SINCLAIR ZX SPECTRUM 48K - £129.95 

Speclrum Computer Centres have ne connectrOn what 
soever avlth the ZiX-Spectrum Compute* manufactured by 
Sinclair Research Ltd 



SINCLAIR ZX- 


8 


1 

i 






SINCLAIR ZX £49.95 






1GK RAM 
ZX Print* 



Cgmputir Bcmhihop \nc.. 

froltwar* far Sinclair V AT 
Lomputo': 

&urnp*i 7 IK ZXB1 Cfi 96 

M. Super Tko 2X81 , . CT.s* 

LabvnrllhlEKZxei . CI.K 

NiehimnePuvWu^iaKixst ca.K 

Computacaic 16(t 2**1 CT.SB 
P(.ri.ri<iji Ranking Syilrm 

lftKjXBl CI 1.4* 
Space In^jdfl'N- ReiLui: 

&rMlauH6«f ZJtai rS 35 

, Mu?%\ 1 6K ZXB1 15 9?. 

Mcigjliavdi 16K ZXBl 9* 

Picujmeiao 1 6K ZX8I l b 9* 

FoulbaU Mdnag«< 16* ZJitJl f 7 94 
Caix«ltsi for ZKI1 Type— 10 

$ Gj'Pt* . C3-S4 



Junior EduciTion Cl-M 

Buamrt* fr H«ul4haliJ Cj-tA 

Bfeil fr JudyEinem Gjm«D £1.06 

Juftioi Education El.aa 

Farrxlv Qua . fJ.Otj 
Type— 20 
Faniaiv Ggmai. 

So*C» dt^Str* b BorntKf i; 
Tvpe— » 
9up«-r Piafl-rnnrs 1 6 
Tvp*-«0 
Bjclqimn-on 

Flighi Simulation 

[r.giis-i Liiaiatu^e 1 
EnghiK L>[«faiutfl 2 
G«oorDphir . 
Hjilnty T , 

Muni. 1 



f 4 7b 



C6 95 

F6 B& 

I I H 

C6.35 



ZX-PANDA 

16K RAM PACK 
ONLY £24,95 



OKI MICROLINE Printers 




Now from SPECTRUM ■ this top selling range of 
printers renowned throughout the world for 
their quality and reliability, it you're thmkmg ol 
adding a prtnter to your micro Ihen you must 
take a look at the MICROLINE range al 
SPECTRUM NOW! they're fantastic value- 
tor-money 
I Mode is available 

MICROLINE Model 80 £259 90 
MICROLINE Model 82A £455 40 
MICROLINE Model 92P £585-" 



The 

new EPSON 

HX-BD dud FX pfmtprs now avail ■ 
able — Chech with your local SPEC- 
TRUM dealer NOW! 

FX-80 Spectrum Price £503.70 
RX-80 Speclrum Price £332 35 



SEIKOSHA 



Now a Quality QratJh>c pnn\tn al 
a pace you can aftord Cenlrr>mci 
interface connecls easily -*->t>\ 
most mtc'O* 

Speclium price C229.M Inc 

VAT Cables A Interfaces available 

lor most micros. 



SMITH CORONA 




Model TP-1 

Mrcrocroceaacr coonoiied. hrgh 
qrualitydaiav wheel prmier ai a LOW 
coat from SPECTRUM Serial. 
Parallel Of IEEE Inleiface 

Spectrum low pnce £§57,75 

|nc VM 



51 k rCTIQN FROM TMF CDMPUTFA 

9&dksh6p 

3D Hour Fj»ic to lta RBC M«tn ES »5 

Lei W BBC M':"j react, T"cu 10 progri.TjTW CB45 

aac Mtrfl needled l q c . 

Qv*r rnc Spftlrum EG 

60 OamfS *™in:»tKiri5 1m ltd! ZK SpKlrum E4 95 

Praojamnwifl Itte 55(12 n 95 

I'rogiamrmifl vdik Di Speclrum EC 55 

7AP Ptiw Boom lw lf« Vc ?D £7 9S 

<ht Spectmrn tvtarad r S 95 

Vit InowjIiwB ConnHjUno £6.95 

M.ts:fiiilm H.icrr ir 'actr :m yiMir ,'iHl iJ M 



BOOKS 




The It SjMct'i^n and tew lo gn 

ITic most troin r| E5 9!i 

E»« FSDgj*mfrmfl tv ffl€ iK SflPCtrifll T5 95 

M Piogi*rnrr« tOf IIW BBC Micro [4 95 

CPM ■< 1 , •• > . £11 iD 

P-Minmiinig Ihe Zje tit 95 

JD Bes; Progijjnm** Km inr Spectrun E595 

Getting aotiaintBd wch your Vie K fiH 

Machine cor> and Beits leiic t750 

the C amtfrtSoe Cotam CoJkxhon ^SpeclMmi Ct 45 

Vic ftn.pflierj £10 00 

Dt RE Atari. C17Q0 

AtAHl Operiri'Hj •,y,:rrr Hino Cl04i 



MORE SPECTRUM LOW PRICES IV? 



to CMHMCtkWi MhalXMMr wnth th» 7 Pt SpVintrn tompowi marmtta-KiiwI tr* $incl|ir HUllJl Ltd 




A lew examples from our 

SOFTWARE 

Selection 

from independent software houses 



Sodwiit* Ipi AT4HI 

Jumbo Jet P\tat 
Soccai 

OWN 

SrtMkif & QiWarift 

nil 

Cribbi^r & Dwn.rtO« 

Cuputt * & Sewn 
Mulam n»d 

:-' 1 !** p * ' v ConWMMl 

River Rescue 

Vic Music ComooM- 



Nk VAl 
t34 44 
C34 44 
fZ984 
F?9 U 

Ct949 
tl949 

El949 

E14fl9 
E74 7b 

C2S 24 
CK?4 



□imt Buggy t4 

Sup** Wf»m E4 Bfl 

Jungle K* 

Coshil Ball* t< 99 

TioggeriaKl MM 

Had&l f unction* M 99 

Codr*«*a\ "99 

Right FigM C4 99 
Fqfitoi Writ** 

US* CiwWlci £1999 
RabtM flaw Cassette! Cr4 99 

Mynatfr3lCt E999 

ClutseWJD r3K1 t'4 44 

Sleamtue £9 3-3 

Space Pnrmkj E999 

Hupp* 

'an*.** "99 



&CM 


Soflwarc hy zvei Pngui 


inc MT 




Monster Mine hrjr ZXS1 1 


u ^ 


Monstr Mine |1rjr S.;.- 


4 5< 


Unmie' Mine ■ ILM Draaoni 


795 


Spra Mnstort l1nr DtrJIj 


£4 95 


Space M'sscn iIdt Boeclrum 




Sorer M -«iof rib Pjaqwi 




Dragon Gtur 


17 95 


□149011 Cltaracnev Gwity 


E9»5 




Garws to Dragon 32 


^ vat 


Chagon Tre* 


rq95 


Wizard War 


17 95 




£7 as 


tames CompenOwn Dl 


E7 95 


Ml 


£7 95 


MMfT 


SodiMarf 1w ConwnodDK 




VIC?D 


Inc VAT 


Space StOff 


f&99 


Ski Run 





gun* 


Sofl*afc fc Shap 






£920 


Cnbcjg* 


£12-08 


AflveMUffl 


f 17 OS 


V, 




AUDIOGENIC 


PTiMjnir* tor V4C-J© 




Amr* 


£&95 


*,l*n 011'/ 


F. r 3S 


Golf 


tVSb 


&piO>f!S ill W.li" 


E1995 


£arle*le A Meteor lei 


E1995 


Bmn 


U95 


Trashrrun 


MrlMl, 




£14 »5 


Tji>. Atl**. 


£199* 


Word Cral 




Word Prrcetaing aivMsp 


£175 00 


Pius iy more a( your 


local 


SPECTRUM d**r 




•caH in now air? yet 





ACCESSORIES 



SANYO dolour Monitor 
CDD3129NB 

€286.35 




Slw 3£ Cass*!* R(C«aef 

C-? Caisetltl 

SinoH sxJrt H£»4il* density 

Uvka iSoj of 10! 

Da.-&e s-dwl fJovWr UMiiii, 

tiici •:' 101 
[us* p**3 eteawr 



inL HAT 

£11366 
£29 M 
WW 

£21 25 

f!3 II 
I 'ii ID 



Smote pad 11 «9V prifitti 

pap*, to* £4 7 ODD sheets £1 3 Hi 
VIC *«esswies r<c#n ^scoii^i 

Mornetnard wiltvur Fjuflm f 74 »S 

MolVOoaril will) BuNer EM M 

•fix RAM Pack £4l& 

37« RAM Pack r« 95 

&4K RAM Park E1M94 
Adman ChaVvten 

V«* Syrthesiser £S7 4S. 



Fantastic! 



* NEW 
» LOW 



Price 



% ATARI 800 

9 



Now ihis proven and tested machine nas been upgraded 10 a *naas«v«' 48K RAM 
and its slid at in© amazing LOW price o'£399.99 irom SPECTRUM. U's an ideal 
Home Micro tot graphics, educalional and personal linance etc use it and it will 
take you Prom learning up to a small business use Vou can add (Hidtara, program 
recorders, disk drives and more, to expand your micro as and when you want, 10 
Stul youi injeds So 11 you're looking for a 1op o1 the line micro you musl see tbe 
ATARI Q 00 with 4BK at SPECTRUM NOW 




Sensational Price 



e299 



.95 

INC 

V.A,T, 



spectrum 

FACTS 



iwi'ii ASM '< ' H !1 n }\ t \r.: 

(Stfrrfl 24 - 40 

High Heinlulon 320 . S 92 

CasntU lead NiBds swn Ricprrier 



ATARI 400 

16K RAM 




TI-99/4A 




NOW ONLY 

£149 95 

including FREE 
Programming Kil 
BASIC cartridge ejtlra 

C39 99 mc, VAT 

TE34 7T tn VAT r 



SPECTRUM 


mm 


Maximum user RAM 




iNith lti\c CartrnlQ*) 




Ttkl Scrtin 


24 ■ 40 


Hiyh ftfiijlurion 


310 - IS! 


Caintti Lfad Nudj ana Rtcdtder 



ATARI DISK DRIVE 

£299.00 y^ c r 



Plus! 



Yes. no* IfOm SPECTRUM 
the fabulous TEXAS Tl 

Home Micro al a 
super new LOW PRICE 

PLUS! A SUPER FREE! 
Offer loo 1 WoUh E50.8S 
I which mtrana you're eflec- 
tively only paying £99 1 0 
for your TEXAS TI99/4A 
micros Hurryl Offer closes 
June 30th 



■ SPEECH 
SYNTHESISER 
or a 
■ Tl 

CASSETTE 
RECORDER 

each worth 

£49.95 

When you buy any 6 Texas 

Software modules, 
Ash your local SPECTRUM 
dealer tor delails 



SENSATIONAL VALUE! 

C149.95 

_mcluding 

I 




■ Pair of Joysticks ■ Beginners 
BASIC Tutor program ■ Connect 
Four program 



worth 



£50.85 



Ash. your local SPECTRUM D*>l*r Tpr detail* 



Commodore VIC-20 'Package Deal 



5 



SENSATIONAL 



..-- r 



A complete computer System including |he VIC-20 
Computer, a Cassette Unit. Introduction to BASIC 
part 1 ■ a simple explanation of computer programming. 
A tape of four computer programs ■ Blitz, Type-A- 
Tune, Race & Hoppit. A fantastic deal! and great 
vaiue-for-money - check il out al your local 
SPECTRUM dealer NOW!] But Hurryr this is- a limited 
offer only while stocks last! 

SPECTRUM PRICE ONLY 

e139" 



COMMODORE 64 



Powerful 64K RAM 

40-colour displays to mon- 
itor TV High resolution 
graphics and 3-dimensional 
effect capability, music 
synthesiser ZSO additional 
processor option 

Spectrum Price 

£345.00 

INC VAT 



i # ¥ 'v i- ?- * • : j -« : * ' :*■ ?* & «?• 

it •«! < ;aS ■ ** : tt :n jpaf tt± *»■ 9 pum 

_ M m : ft ■ *% %\ .4,' .« • v< S' t m 4mm :| 

1 ' c » * m • J lain £ ttl 



S|M[<nrn (.om|kil.i Cntm >kM* l>0 cti.-"*. 1m7". W<4Ii4<v«'< Twin lta < 9p*Cln>T DornpuHl KWSilMund b. $Micl^r rinpuh. Lid 



There's a Spectrum Centre near you . . . 



ABERYSTWYTH II CHELMSFORD 



Abe r Pita ji Gallnwin. 

2Jftt< St aS7{] 



ABINGDON 



hit f i e Ids CompuUri 

JI SUM Si 0235 23 241? 



ACCRINGTON 



TV Compiler* , 38* Witt r 5i 

025* 36^2 1 32 EH 



ALDEASHOT 



David Siunderi Compiiier 
Canire, 51 SllliDH Rd. 
0257 7-31 3D 



ALFRETON 



Cardan Herwppd. 63 71 H.jh 

St. 0JT3 



BANfJURY 



CompulBI Pllll. Z ChuMft Lane. 
.029i! 45890 



Barrow Computer CintiE 

H Church Si. 0223 3*153 



BASILDON 



GodherJ. 28 37 t-ntWali. 
Tawn Cenir* 026fl 289373* 



BASINGSTOKE 



Fiihai's. 2 3 MirtBt Place. 
C25S 77379 



0235 81676 



BEDFORD 



Stanidlid 1 1 5 Midland Rd 
0734 49341 



BELFAST 



Ailhui rinhsiin Lid , 

33 briii Virions St. 0232 2*6376 



BIRMINGHAM 



Shemoodl. r.r*jl A>slE"i 
ii[»df EH £3C 7211 



BOSTON 



felOJDUnd CampulEPi 

lSOnlphifiUn*. 02D5E4781 



BRADFORD 



(irrtks fete-Sonic Houie 



BRIGHTON 



Cipnc«in I rjiiBeni Rd 

0273 1«34 



BRISTOL 



flrfnijl CompulEt* Ltd). 

21 Pert, Row. 02.72 294 EE 



BURNLEY 



9410 Computer CtnlrB 

39 t! Slar-I.sh St. B5M !AP 
d2B2 5429$ 



WRY |Lin< 



Micro Worth, 7 fiid.d St. 

r*l , OSr 797 5764 



BURY 

ST. EDMUNDS 



Bury Compulir Centre. 

Ill 061 7^7 *T€4 



CAMBER LEY 



C*<n«<i Am .Micro Computei 

0<niiicifi), Ji High St. 
(02 76 f 6*848 



CAMBRIDGE 



KP Ltd.. 32a Kingi Paridr 
92236BQBJ 



CANTERBURY 



Kim Micro Syiternf.. Canquetl 
Hum I7P»I«iS1 022 7 50704 



CARDIFF 



Randall Co*. 16 22M,gh Si 
Arced*. 0222 31 960 



Mealon Harmon Lid . 

5 Rin-mfnliJ rid. |02*Sf 354555 



CHERTSEY 



ChaiTuy Computet Centre. 
I. Windier Stiael 09 J 2 B 64563 



CHESHAM 



Rcid Ptintcif] mpfif A 

Computer*, 1 13 High St 
0434 743373 



CHESTER 



□ alt leaf Computers Ltd. 

1130 Bnuytii&n 0244 1I0G99 



COVENTRY 



CaveMry Micro Centre. 

31 1 ji Gotlaid St. 10203,56942 



HESWALL 



LONDON N14 



TnarrigijirdCrjrfifMJtif Syliami v*uiipji. Electronic 17a 



i&FfiisbTRd. 051 -342 7518 



HITCH IN 



Cantata Aril | Micro Campultr 
□ ■vi j.ion| 6BA Htrrriiagp Rd 
D+H7 537-L5 




The tarn outer Centre 
IHumo-ererde) Ltd.. 2E 4mUIi p 
fle*d |04B?|7G7b? 



ILFORD 



Prot Enterprise *. I r 

t,nert |r> Samibury j| 
H ij ii Rd. 01 -553 0144 



Fieldmestrr. 1? The Rrairjniy 
Ihi Sown*, Soullhgiie 
01 m 6679 



LONDON N.20 



CasOthur*! lid . 1231 High Rd. 
01-446 tHti 



LONDON NWS 



NORWICH 



Sound Marketing. 

13 SrfiflnidKti Si 0603 6E7725 



NOTTINGHAM 



Cameo Computet e. S,'9n'10 
Trimly WjIi DB07 42917 



NOTTINGHAM 



0 HIE 



MoMioicape. 459K.ngsouryRd . 3 *4I Tr"" EVOulevild, 
Undon r^W9. 01 204 63S2 Wnt ELndgefprd 0602 81*713 



IPSWICH 



Brainwave, Crntrfl Si. 
Mitremaa. Ui>i1 2.12B Nant*.ch 0473 50985 
Rd 02 7D 216014 



ISLE OF MAN 



CROYDON 



T. H Celebeurn Ltd . 5 7 61 
Cadcflm Ltd. SB Wiitg-N CcnliB V.nqi.a Si . Uougjai. 06-24 S482 I D1 -5B0 5B2S 
jhlen dcflf io MacDnnald'i) IJuii Opening 

BMfttlM 



LONDON W1 



Oivfoti. 4 tdgvsarp Road 
01 7242373 



LONDON W1 



Cnmputtri til Wiqmo'c S<lreBt. 

B7W>gm«riSl n| 4880373 



LONDON W1 



Ssnic I >i>- i Micra Ctrtlci, 

256 Torienhara iauti Rd. 



OLDHAM 



Homi & fluiiBtu Carnpuiifi. 

Lld..S4 torkrhin St.. 
061 633 ISM 



DARLINGTON 



WcKanni A Bmwn, 

102 Bondgiie. tC i ib> 59 ; 44 



DERBY 



JERSEY 



Audi a & Compuiir EMUl 

7 Pder Si,, 

£.1 Hcl.ti 0534 740OD 



KILMARNOCK 



LONDON W3 



Cfllnrm»1ic Campm?ri. 4i 

High St, Adirt. 01-B92 7611 



.ONDONJ W1 1 



OXFORD 



r*ur Fiildi. 7 StEhbti SlPBtl. 
0235 21207 



PAIGNTON 



Ob vem Computtrs. 81 tlppti 
MqnniHd |DHD3|57B3D3 



PEMBROKE 



R'ddaM Cel. 19 Man Si 
0fi4 



PETERBOROUGH 



HiLirtileiaur*, 1 20 Halting H i*l Pittrlmroufjti Cinrmuiiicjiioni 



C I Electronics *i Cbimiii VtnnalB 4"J Fora-gdrs 
Thcrpe, lN« Spot. 0332 360456 . p^g]^^ 



DUMFRIES 



VaniHlll, 71 inglnh Si 

038 7 454? 



DUNSTABLE 



PhBUII, 7 11 Broad Wdlk 

0J.S7 05511 



EDGWARE 



KIRCALOY 



ft K.lp*lrifh 254( Higher 

, Til. T.b.a, 



(11 :?l 7023 



LOUGHTON 



Micii>* Movi* Chtnnti 

309 M<gh Rd 
0t-50B l.-'b 



LEAMINGTON SPA ■ LOWESTOFT 



IC Cornpulejf . 41 RbhiiI Si 
09 ?6 3.62 44 I Q pe mny Soon| 



LEEDS 



Jalin UVelll. 44 LoridDn Rd. 

M >rn 0502 1>.'4? 



LUTON 



Bifiher t-4, 1 30 High Si«i*l, i B*h A tt»|". 4 Loacf ftn^galt ' Terry Mori, 49 George Si 
Dl 9-5Z 74B«7I8«£I 



0532 454451 



LEICESTER 



EDINBURGH 



Ihe Silicetl Cintr*. B 2 AniigUd VQunns, 40 47 ReU-u>l Si 



51 Oil 55M546 



lecnitafB. lhl lodrje. 
Bnchiln St. 03tB, 414H4 



EKMOUTH 



Dptrt CliBfiAtl, 30 lhB Slr»nd, 
03352 44CB 



GLASGOW 



Victor Marrii Ltd., 340 Afrtflt 

si Ml 22i ma 



GLOUCESTER 



Ihe Modal Shop. 7 9 81 Nc 

St. 404521 410B33 



GRANTHAM 



Oikiial Cornpiitt'3 Ud 

121 Di»d<«F H d 114 76- 7 B?3>4'7C2B1 



GRIMSBY 



ft C. JoriiiiOii Lid . 

22frnr?alf. H.veihrad Lenie 
0472 42031 



GUERNSEY 



GrafV 3 i The Pallet. 
51 PeieisPort D4B1 2«B.j 

r he Modi I SHOP, i: 

;OBT72|04« 33)115 



HAMILTON 



Tom DickbDn Cdmpulerv 

L^dran St.0B9B 2531 53 



HARROW 



Comirp Am i.Mif'D Campultr 
Oiviiidfi). 24 Si Ann'iRd. 
01 4:7 5469 



HATFIELD 



Micionorld, 7 [mA^m Rd 
107072 f 641 37 



D533 i>4-4J 74 



LElGHTON BUZZARD 



The Com pu1«r Com n ai 
Mtllon HeYrirs MuiiC. 

l7BndfBSt. 

0525 38-2504.3/6672 



LINCOLN 



IrlKQ Computer*. ?4 Ni-*l jml 

SCrecl 0522 25307 



0i)fl2 23391 '2 



MACCLESFIELD 



Camera A Cempulir Cintri. 

1 1 3 Mil I Si 0S2S2746B 



MANCHESTER 



Lamar Ltd.. B f. (Change Si 
St. Ann'i Sq. 061 532 4167 



MANCHESTER GTR, 



Mr. Micro Ltd.. G9> Parlingicr. 
Land 5*<nion 061 7?l22fi7 
optti Tfium. Fti.-Sat. 1iH 8- fl.m. 



LITTLE HA MP TON ■ MAN C H ESTE H GTR 



41 Midland Rd 
0731 41007 



PETERHEAD 



Nnrlh F ,is1 Loirniuleri 

1 1 Ellis Si 0779 7<l9fl0 



PO RTSMOUTH 



f.rjmpiilEr Ceirlit, 2^1 

CaoiffiE4tial Rd. D7Q5 I3393r3 



PO RTSMOUTH 

Wat it r I cn>v 1 1 1 <i 



CS Murol»nd. 7 Quiani Pidv 
07D-14- 539". I 



PORT TALBOT 



Mtcro Gin, 6 Ruy.iI Ruildmy^. 
7dlhol RDJ-ri. 0639 S8773D 



POTTERS BAR 



The Conpulei 5r»or 137 High 
SVMI 0707 444(7 



PRESTON 



WildiM|'t. 49 F • s, i <j -1* 

07 72^66250 



RAINHAM 



Micro way Campatiri. 39 H< 
PASE. 213 2l5Ma.k*lSl.. H v «g i 5f , 0R ' 34 , ;BfDj 
0G1 366 5335 Talei £65845 



Alan Ch*si Ltd. 

09064 1B74 4545 



LIVERPOOL 



Reaver Radio. 

20 72 Whi|eihjpple 
05» 3095B9B 



■ MANCHESTER GTR^_ 
LONDONDERRY ■ Eut „ ■ ROCHDALE 



MANCHESTER GTR 



Wilding Lid . 23 DeumgalB 
Be -lion 02 04 335 1 2 



HEADING 



□ avid Saunders Campula* 
Centre. 8 Yield HaH flee- 
0734 5-BQ?l3l 



Foyle Computer System; 

3 Buhop $1 0504-66337 



LIVERPOOL lAinLnef 



MwiraiwiK, 3li'3r* Warbfatk 

Mom 051 525 1762 



LONDON E8 



McCiowarli. 244 Graham Rd. 
rlachney. 411 533 0335 



LONDON EC2 



Qavron Cemputer Centra. 

1 5S MDorr#a1« 0rfi3833J9^TS3O 



LONDON S El 



Vic Oddm'v 6 Lnneuu bdg.Walh 
01 403 198B 



LONDON SEB 



Surrey Micro Systimi 
Square Deal. 375 FoDHLtayRd , | 31 High Si 01-94:2 D4?B 
New ill hum 01 859 151 B 



Hama ft Busmen CumiiUI en ] Himift B«in*« tflmpulEl^ 

4 NoMhhav. Ecclei Pracmti ? * Ifflrktlnie St. 

0(1-707 2004 Tal. T.b.a. 



MAFtHLT HA.HBDROUGH ■ ROTH E H HA M 



Hermitti Whiteriead, 

7Ch B rchSlreEl 0fl56 63056 2 Marku Sr Q7D9 62594 



MIDDLESBROUGH 



MeKenne ft Brown. The flughy Micio Cincn. 

190 Lmtharpm Rd 0642 24B345 9 I Hegeni Si U7B* 70522 



NEWCASTLE Oft-TYNf ■ 5EVENOAKS 



NewcaMlo Canero Erneat Fielder Com puteis 

I CampulBr Mart. 16 r)pM*i U m- | yn-in S-r 0732 456800 
berland Q 0637 37 7461 



NEW MALDEN 



EM EL HtM STEAD 



Faimmaier Lid. Computer A 
Eloclriul Oiiceunt C«nlre 
25 MarMt Square 0442 55044 



HEREFORD 



LONDON SE15 



Caitlehuret Lid . 162 Rye Line. 
Peciham 01 639 2 2 OS 



LONDON SW6 



Chiliaa Microe Lid.. 

14 Jerden Price 01 3S5 B494 



LONDON N1 



NEWPORT 



Randall Cm, tit Commercial 
Si. 0633 67378 



NORTHAMPTON 



Banc CoflipnUra ft Svclam* 

Ltd,, 72 KingclhoipE H-ollon 
0604 7ID74D 



NORTHWICH 



MartfMri Hi Tech Lid II broad ASP Micio Syiieme. 165 Upper Camara ft Camputer Centu 

St 0432 275J37 Si . ijl.rn.lDr. 01 359 SD3b I 3 Town Sq. 1 0606 1 45B23 



SHEFFIELD 



Superior System Lid . 

I it Witi Si 0742 75.5005 



HREWSBURY 



Coniputtiemi. 1 3 ClJl'l Ga1f 
Tel l&A Idprnmg iHOril 



SKIPTON 



Lnak ft Sea. 4*. Balmanl B-r. rt-ga 
D756 60D7S 



SOUTHAMPTON 



fl J Peraert SenHd.. 

31 Pnrltmoulh Rd.. Wofllllon 
SouthamptDP. 0703 434137,'g 



SOUTHPORT 



Canlril CnmpulEri 

675 Lord St 0704 3'8*l 



STAFFORD 



Compifleieana. 59 Fergaie St. 
■0 i' H31 



STEVENAGE 



D. J Campuian 

1 1 Town Sq 
0438 65501 



STIRLING 



ft K.luiti.ch. 59 Poil Si 

Dili 5632 



STOCKPORT 



Wildifiq Ltd , 1 L.rtle Undeibtnk. 
SlP(»porl HI 480 3415 



STOKE ON TRENT 



Compularemi, II Mariel Sq. 

AtcadB H»niai 0782 76t6?0 



ST. ALBANS (H«rt«9 



Clarke Cempuiei C*oip« 

14 IB Hcdyimell H.ll 072 762941 



ST, AUSTELL 



ABAC Computer*. 

Oucti-t Huuie, 6 L«wf r Ajiirpr Sq 
0726 64463 



TAUNTON 



Creyt. I St JameiSi 0S2J JJ326 



TEODINGTON 



Tiddmgi on Camera Centre. 



THETFORD 



1 heirc-rd L B ft Micron 

21 Guildhall Street 0842 81 645 



WELLINGTON 



Surrey Mrcre Sy»ipm» Ltd., 
53 Woudcori Rd. 01 647 5636 



WARRINGTON 



Wilding*. Ill Budge Si 

M25 3B290 



WATFORD 



SRS Micioiyatem* Lid 

V The Peiide.rligflSl 
0973 26602 



WEST BROMWICH 



Ball ft J one*. 19 riueani : 

021 5510B20 



WESTON-SUPER- 
MARE 



t ft K Cemputer*. il Allred 
51 T*l IB* 



WHITEHAVEN 



P D Hendren. 15 h.ngSl 
0946 JDfl 



WIDNES 



C Dm pulai C i If 7H V.LEo'.a f\i 
051 4JQ 3133 



WIGAN 



Wildinn Ltd , 1 1 Mnrll Si 



WILMS LO W 



Sw.1t ol Wilmlcw. 4-6 St 
Annet Paiade 0625 57671 1 



WOKING 



Merpate, 71 7) Cpmmeif.al War 
W462 61061 



WORCESTER 



Da. id Wanng Lid , 1 M«m«nn 
Hnute. High St. 0946 27551 



WREXHAM 



T [ Hofa-irti, 16 Krng Stnvi 
0*7B 1644Q4J 364577 



GT. YARMOUTH 



Toot Heed [ledromc. 

76a Mai-kei Gtte Shopp'n-g Ceom 
0491 1141 




Yorw Computai Cifitn. 

7 Slonagitt Aicade D104 E4I B62 



ttol Ml iiwa c*«r> ^"ry «V*n-mJ H»m, pMat CrtiMtt E«I[W mifcin, 4 l<>irr- ¥ Pf^ai <Of l«EI IE lirr* or peine m rmi I IO 1 



NEW PRODUCTS NEW PRODUCTS NEW PRODUCTS 



I 




SPECTRUM 
GETS THE 
BIG VOTE 



GENERAL ELECTION 



Will she won't she? That's the 
question being debated over 
lunch, dinner and tea at West- 
minster as 635 MPs try to work 
out when Maggie will calk the 
General Election. 

Some say June, some Septem- 
ber, and others believe she'll 
hang on to the New Year, 

Whenever she does decide to 
go to the country one thing is 
clear. Spectrum owners will be 
ready for her, 

This latest game for the Sin- 
clair machine enables you to ex- 
perience some of the excitement 
of the great contest in your own 
home. 

Choose your favourite party — 
either Labour, Conservative, 
SDP, or Liberal. Communists, 
Ecclogists, and Official Raving 
Loonatics need not apply. Once 
you have picked your party you 
are ready to play this computer- 
ised board game. 

As you move around the board 
you land on squares which rep- 
resent key constituencies in the 
provinces. Depending on how 
you place the important issues in 
order of priority the seat will be 
won or lost — with the computer 
measuring your answers against 
the correct formula stored in its 
memory. 

To help you plan strategy the 
computer also has a series of 
opinion polls and charts which 
can be called up to show you 
your standing with the elector- 
ate. 

General Election runs on the 
48K machine and is available 
from Bug Byte of Liverpool at 
£6 9B 

If taking on the Iron Lady in a 
tussle at the polls is not enough 
excitement for you then Bug 
Byte's other Spectrum release 
this month will take you to hell 
and back. 

Styx challenges you to get 
safely across the river of the 
underworld,, rendevous with a 
mysterious monk, and get back 
across the river again. As you 
travel you will have to do battle 
with monsters of land and sea. 



The games runs on the 16 or 48 K 
machine and is in the shops now 
at £5.95. 

Also in the Liverpool pipeline 
is a new game for the Spectrum 
called Manic Miner, Spectrum 
Pool and an original game for 
!tm BtJU 32K called Sea Lord 




SOME ANIMAL 
MAGIC FOR 
THE BEEB 



CAROUSEL 



Animals are the main characters 
in AcOrnsOffs June releases. 
There are ducks and owls for you 
to take pot shots at in Carousel 
— a simulation of the fairground 
air rifle stall. 

Take pot shots at these feath- 
ered targets as they bob and 
weave in front of your gun barrel. 

Frogs also jump into the pic- 
ture in Hopper — a Beeb version 
of the popular arcade game. 

For those of you unfamiliar 
with the game you have to gel 
your cute little frog salely across 
a busy road and swirling river. 
Both games run on the Model B 
and are in the shops now at 
£9.95. 

A minimum of two games a 
month have been promised by 
the premier Cambridge-based 
games people. 



THEIR LIVES IN 
YOUR HANDS! 



RADAR CONTROL 



The universal appeal of flight 
simulation programs has resulted 
in an increasing number of air 
traffic control programs being 
released. 

The BBC model B is the latest 
beneficiary of one of these 
games from Software For All of 
London. 

The game enables you to try 
your hand at one of the most high 
pressured jobs of ell — controll- 
ing the landings and take-offs at 
a busy airport, 

In Area Radar Controller you 
are responsible for two landing 
strips. You must give information 
to the pilots on altitude, wind 
speed and other landing condi- 
tions. 

Any slip-ups will be punished 
with the sack so you will need all 
the concentration you can mus- 
ter if you want to make the grade 
at this tough job. 

The game is available now 
from the Romford firm at £7 95. 

Software Far All are also tool- 
ing up to write games for the 
Dragon and have launched their 
range with an Othello program. 

HONEYMOON 
WITH A MAD 
WOMAN! 



MARTHA'S RETURN 



Remember the night poor little 
hen-pecked Henry flipped and 
blew the housekeeping on a 
night of gambling and drinking at 
One of the local sin bins.- 

His bossy wife — 
Mad Martha — didn 
like it one bit! Last 
we heard she was 
still chasing after him 
with an axe But "Ow 
we know how the 
domestic story end- 



ed. Happily you'll oe pleased to 
know. 

After a lengthy session with 
the marriage guidance councillor 
both parties agreed to forget 
their differences and now marital 
bliss has been restored to their 
happy home. 

For Henry's part he has 
pledged to spend less time on 
the golf-course, less money in 
the bar. and never to darken ihe 
doorway again of the Blue Lady 
Casino. 

Martha has also made a prom- 
ise. To increase Henry's pocket 
money and to restrict the usage 
of the family axe to the chopping 
of fire wood. 

To cement the new bond 
Martha and Henry are off on a 
second honeymoon to Spain 
where, according to C&VG's 
Spanish correspondent Martha 
has a half-brother called Manuel 
who is a waiter at the hotel they 




are booked in tor [he holiday. 

But does Martha know about 
this estranged member of her 
family? Will Henry be able to stay 
out of the Spanish gambling 
dans? And has Martha packed a 
precautionary axe amongst her 
stays and corsets? 

Will Mad Martha and Henry 
become the Ken and Oeidrie of 
the computer games world? 

All wilt be revealed in Mikro- 
Gen's sequel to Mad Martha 
which is lined up for release in 
July. 

The company are not sure 
what to call the game and a price 
has yel to be decided, but it is 
likely to be around the £6 mark 
for the 4fiK Sinclair Spectrum. 

REVVING UP 
FOR THE 
RALLYCROSS 



MOTOR MANIA 



Rally cross comes to the screen 
of your computer in the shape of 
this driving game for the Com- 
modore 64. 

You must drive your car as far 
as you can along motorway, B- 
road and dirt track sections, 
avoiding the various hazards — 
which include broken glass, 
potholes, logs, avalanches and 
other traffic. 

A full dashboard display is 
produced on the screen with 
speedometer, fuel gauge and 
mileage. 

Motor Mania runs on the Com- 
modore 64 and is available from 
Audiogenic stockists at £8.95. 

Also released this month by 
Audiogenic for the 54 is Renaiss- 
ance — a version of Othello and 
a chess program modestly called 
Grand Master. Renaissance is 
available at £3 95 and Grand 
Master £17.95. 



JOIN THE 
ARCADE 
JET SET 



JETPAC 



A team of ex arcade game 
designers from Leicestershire 
have come together to form a 
brand new computer games soft- 



ware house called Ultimate Play 
the Game. The companys first 
offering for the Sinclair Spectrum 
is a game called Jet Pac. 

You have to assemble the 
three sections of the rocket and 
then fuel it and blast off to the 
next plant 

Jewels and gold are also to be 
found Dn the planets and can be 
picked up to score extra points. 

You have a powerful jet pac on 
your back and can fly all over the 
screen searching for the various 
bits of the space ship 

Two ledges, apparently sus- 
pended in mid-air, make a good 
resting place for your little man 
as he continues his search. 

No space game is complete 
without a nasty tribe of aliens 
out to get you and Jetpac is no 
exception to this. 

To protect yourself you are 
armed with a powerful laser gun 
which can fire left or right. 

I played the game using the 
keyboard but it must be much 
better and easier to control the 
action, wrth a joystick. 

The game runs on any Sinclair 
Spectrum and is available from 
Ultimate Play the Game of Ashby 
de la Zouch r Leicestershire, at 
£5 50 

FRANTIC FUN 
WITH 

MONSTERS! 



PANIC 



Don't Panic! Just keep digging 
holes for those monsters and 
watch them tumble into the 
traps. Then bonk them on the 
head with your pick axe and you 
are safe! 

Well — not quite safe, as 
some of these monsters are 
tougher than others The easy 
ones can quite easily be buried 
by making them fall through one 
level 

The really tough old boots will 
lust get up and walk away if they 
only fall through one level and 
must be made to crash through 
several. 

Sounds familiar? Arcade fans 
will recognise this game as the 
early classic coin operated game 
— Alien Panic. 

The game has now been con- 
verted for home use by Sinclair 
Spectrum owners. 




Spectrum Panic is the latest 
game from Hewson Consultants 
— the authors of Nightflite. It 
runs on the 16 or 48k machines, 
and is in the shops now £4.95. 

Also new from Hewson for 
confirmed computer pilots is an 
air traffic control simulation 
which enables you to try your 
hand at the nail biting job of 
controlling the comings and 
goings at a busy airport 

Adventure enthusiasts have 
also been included in the latest 
batch from Hewson in the shape 
of a 48k graphic adventure called 
the Quest. The program is avail- 
able now at £7.95. 

ORIC AT A 
LOSS FOR 
SOFTWARE 



flWARI 



Alas poor One — your software 
is thin on the ground Not much 
to choose from yet on the space 



invading, ghost gobbling adven- 
ture seeking, alien blasting front 
yel for this new computer. 

Despite the shortage two 
games have arrived on the 
Games News desk for this 
machine. And although they 
don't involve blasting aliens the 
games will make you think' 

Awari is a computerised ver- 
sion of the ancient African peb- 
ble game Several tevels of play 
enable you to play against a 
friend or, if you're feeling confi- 
dent, you can take on the compu- 
ter at Witch Doctor level. 

For those unfamiliar with 
Awari, it is based on a tribal 
strategy game of moving pebbles 
around a series of bowls 

Another strategy game makes 
up the second Kenema offering 
Othello, dealt with in our columns 
as Reverse the counter capturing 
game of skill, which computers 
are particularly good at. 

The games are available from 
Kenema Associates Lld r Worle, 
Avon, at £6.50 for Othello and 
£5.50 for Awari. 
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ON THE RACE 
TRACK IN 









1 


3 




OVERDRIVE? 



Switch into overdrive with this 
racing simulation for the Sinclair 
Spectrum. 

The game is still on the draw- 
ing board but we can reveal that 
yau race a car through the night. 
Red cats-eyes mark the borders 
of the road You control the car 
using the keyboard, and face the 
challenges of the race track. 

The game is available from 
Abbex Systems of London at 
£5.95 although a final decision on 
the game's title is yet to be made. 

Also new from Abbex this 
month is a deluxe version of 
Galaxians for the 48K machine 
and a 16/48 K version of 
the popular arcade 
game — Scramble. 

Abbex have also bran- 
ched out onto other compu- 
ters with their first game for 
the Commodore 64 — a flight 
simulator at CT.95. 

DON'T STICK 
YOUR HEAD IN 
THE SAND 



JOUST 



In days of old when knights were 
bold they rode around on 
ostriches. Yes, ostriches. What's 
that? You've never seen a knight 
riding one of these bad-tempered 
birds. 

Well just look out for this 
latest conversion of hit arcade 
game — Joust. 

You play the part of the good 
knight on his trusty ostrich armed 
with a lance and doing battle 
with the dark lords on their buz- 
zards. 

The Dark Lords are no easy 
opponents as they have been 
programmed to predict your next 
move and lay traps to ensnare 
you. 

Softek have also looked to the 
arcades for the idea behind their 
second new game this month. 

Called Firebirds — it is a shoot 
h em up hybrid of arcade 




favourites — Phoenix and Fire- 
birds. 

An assortment of aliens have 
to be wi<ped out before vou get to 
their home base. 

Joust and Firebirds run on the 
Sinclair Spectrum in t& or 48k 
and are available from London- 
based Softek at £5,95 each. 

Dragons meet Monsters in 
Softeks first release for the hre 
spitting micro The idea of the 
game is to get your little man 
safely through several levels to 
the bottom of the screen and 
pick up a power pill. Take this 
safely back to your craft before 
your oxygen runs out or you get 
nabbed by one of the monsters 

Monsters is based on the 
arcade game Panic, where you 
have to dig holes for the mons- 
ters with an ice axe. In this 
Dragon conversion the pick axe 



is replaced with a laser gun 

The game runs on the Dragon 
32 and is available now from 
Softek at £7.99 

KNOCK SPOTS 
OFF YOUR 
SPECTRUM! 

Put on your cloth cap, clogs and 
moleskin trousers and toddle off 
to the Dog and Ferret for a game 
of Dominoes. 

Or, if its raining, stay at home 
and take on your Spectrum with 
this latest game from brand new 
software house — Micromega. 

The computer deals the domi- 
noes and plays the double-six to 
start the game. 

Normal rules apply and you'd 
hetter not cheat as the computer 
has been programmed to spot 
any dubious moves 

There is a strong flavour of the 
casino in Micromega's other re 
leases, including a Roulette cas- 
sette and game called Monte 
Carlo which features pontoon 
and a version of the American 
gangsters dice-rolling game — 
Crap. 

The games run on the Sinclair 
Spectrum in 16 or 48K and are 
available from the London-based 
firm at £5.00. 

MARIO MEETS 
THE MAD APE 
- AGAIN! 



DONKEY KONG 



Mario and the ape are at it again 
Fighting for the hand of a blonde 
starlet. 

If you've read Games News 
before, you should know the 
story-line backwards by now — 
ape kidnaps girl, takes her to top 
of steel fortress, gallant Italian 
carpentet comes to rescue 
armed with mallet. 

So what's new? A version of 
the game for the BBC model B 
that's what, 

This version ol Donkey Kong 
from Micro Power of Leeds has 
lour screens and many of the 
features of the arcade original 
including barrels, fireballs., cus- 



tard pies and moving elevators. 

Other arcade game conver- 
sions for the Beeb include a 
game called Painter which is a 
version of the loony Amidar 
with pigs, pamrollers, and fierce 
tribesmen. 

Scramble fans are also 
catered for in the shape of Moon 
Raiders. This scrolling shoot 'em 
up has six sectors which must be 
flown through, complete with va 
nous obstacles — bomb and fire 
and keep an eye on your fuel 
gauge. 

The games are available now 
from Leeds based Micro Power 
at £6.95 plus VAT running on the 
BBC model 6 

JOIN TRON 
INSIDE 
THE MICRO 



ESCAPE MCP 



Iron is back inside the computer 
— but this time it's not a fictional 
machine but none other than 
your Vic-20 

Escape MCP is based on the 
Walt Disney feature film and 
challenges you to find your way 
to the Master Control Program, 

To stop you doing this the 
MCP is patrolled by robots who 
do not need to follow the maze 
like route ol the silicon chip that 
you have to follow — but can 
zoom straight towards you. 

If battling it out with the com- 
puterised baddies of the 21st 
century is not enough excitement 
for you and your Vic why not join 
the Paratroopers. 

In this game you have to stop 
a commando style raid by the 
enemy who are dropping their 
crack regiment into your territory 
from helicopters. 

A batch ol new games are 
being released this month hy 
Rabbit including a Pacman-type 
game called Pakacuda. Matter 
Splatter — an original arcade 
style game which challenges you 
to shoot barrels falling out of 
holes in a wall, and a driving 
game entitled Race Fun. 

The games are available now 
from your local Rabbit stockist at 
£5 $5 for the unexpanded Vic 

Escape MCP, and Pakacuda 
are also available for the Com- 
modore 64 



ATARI VCS OWNERS 

INCREASE THE PLAYING POWER 

OF YOUR ATARI S600 VCS 

BY UP TO 50 TIMES 




WHAT IS THE SUPERCHARGER? 

The Supercharger plugs directly into the cartridge slot of your Atari VCS IO increase its gome 
playing power. With special digital electronics, it multiplies the VCS RAM memory b>v 49 
timet, from 128 to 6772 bytes.. The Supercharger is unique, in that rtcan accept programs 
dM have b*en recorded on jiandar d audio cassette tapes. These die easier and less expensive 
to develop and markp:: t.h^r, plug in c-nrt ' idgi'5- anil cost cnri jirkfrably lwi.1 The Supercharger 

is supplied with a standard cable and jack plug which witl plug into the earphone locket of 
any domestic cassette tfice recorder. Supercharger let* you play games with high resolution 
graphics, faster action, and far more complexity . With the ex'rDi numpry prr>vid«d by ihr Sup^rjhergpr you will now b* 
able to play superior games which could not normaHy run on an unedapted Atari VCS because of its mernarv limitations. 

MULTI LOAD GAMES - For added complexi ty and depth 

Cassette tape allows Starpath to oiler uniqup Multi Load games. Games like 
Drflgo«isiomper and Escape from [he Mmdmasier include several 'loads' on 
one cassette When you h#ve finished (he first part of a flame, you can then 
load another program giving a dlHerem screen O* typ* of game pity, than 
continuing the game in several distinct parts. This feature is particularly 
utelul m adventure Type games. Multi Load games offer complexity and 
depth that no conventional ROM cartridge gamecan currently compete with. 

FREE CAS SETTE - Phaser Patrol (Two screen game) 



The Supercharger comes with a highly acclaimed and award w 
Parr u i game, and costs only £39-00 Including VAT. 
Details of all the games arr? given below. For further 
details, complete and return the coupon below. 



ng rhaser 




PHASER PATROL (FREE!} 

Phusrr Patrol is a single load game which is FREE with 
the Supercharger unit. A space game, it has two screens, 
one featuring the intergakacnc Uhi rtetteld . <betow left!, 
and the other showing a Sector Map I helm* right J The 
game begins when ihif devious "Dr-acons' launch a surprise 
attack and you belong to the lorce which must prevent 
Them from reaching earth. The sector map enable* you to 
warp -hop from one sector 10 another and n *lso tells you 
m what weas Mm Drocdn ships are, 10 you will need to 
refer to it before you go mlo battle. As well as telling you 
The location of the Deacons, the map shcmi you when 
your startases ere. these can bail you out if you get into 
any trouble, When you have decided on the sec to* ol 
Drgconi to attBck,you can go on to the second scrmm. The 
battlelield. On this screen you hjur ■ view of the vast 
galaxy ahead and a control panel to 
ktnv you informed of your position, 
A one player game, Phaser Patrol is • TTflrj 
highly detailed action pecked cassette. 






MUTANTS FROM SP ACE 

Single Load action from Starpath, just 
d: soon rh you begin this game you 
will be under attack. Your task » W 
vapounze the mutant warrnors be lore 
they overrun your home planet . Up 
16 four can play and the screen keep* 
track of the highest score. As well as 
having nine difficulty levels and two 

speeds, Communift Mutants lrr>m 

Space ht s full title], has got several 
features which make it an exciting 
game cassette providing a variety of 
options. The reel skill in this game 
however, 11 winning without using 
the special features that it offers you' 

Price:£ 14.30+ VAT -£16.45 




1 SUICIDE MISSION 



Your mission in this game it to shrink 
down, smaller than a speck of dust, 
to da bottle with a deadly killer virus 
deep within a human body. Equipped 
wilh a microscopic submarine, head 
for an infection „ perilously clot* to 
The heart, and towards a light where 
you era heavily outnumbered, This is 
arterial warfare at it's hnest Fira at 
one of the many germs, and it divides 
into two. Fire again and the numbers 
increase once more. A 1 or 2 player 
game featuring protective shields and 
Two different shooting styles. Suicide 
Mission has three difficulty options. 

Price:£14 3Q+VAT-E16 45 




FIREBALL 

You are a juggler, and able to iuggkr 
anything frpm china plates to diggers! 
Your task m this Smgle Load game d 
to smash wall after wall ol blocks as 
you juggle with red hot FIREBALLS I 
Whvn the ball comes down Irom the 
top of your screen, catch n , and then 
release it back at the wall ol blocks. 
You cm score up to a million points I 
And. if you get to proficient at one 
pattern of blocks, There are another 
four to choose from! Up 10 4 players 
can take pan in this game and up to 
0 fireballs can appear on the screen at 
Once. Bo sure you don't gat burned I 

Price:£14.30+VAT = £16.45 
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KILLER SATELLITES 

You are the only ta*T pilot ol the one 
rocket ship ihujt can protect the earth 
from an ahen attack of molten matal. 
The invasion ha* started, h*v* v»u 
The courage end ski 1 1 toiave mankind? 
A Single Load game, Killer Satellites 
is for 1 player featuring J difficulty 
set Tings as well at « "rapid fire' mode 
Other features include a fuel level 
indicator, a laser overheat monitor 
which indicates the temperature ol 
your gun: a global radar scanner and 
an energy barrier, which can be used 
to protect you from some ol ihe aliK-n 
projectiles , , , , but not all of them I 

Pnce.£i4.3Q+VAT=£16.45 




PR AGON STOMP £R 

DragonsTomper is one ol Starpath 's 
Multi-Load cassettes. An adventure 
game, you've beer swept through a 
time tunnel, right back to Ihe eg* at 
warlocks and wizardry. Your mission 
it to find the Amulet of iha Oruids. 
There ere Cruet, but not all easy ones . 
There are peacelul lake* end forest* 
as well as deadly penis and lurking 
somewhere ri a very vengeful dragon. 
There are many rewards along the 
wtty . Ikji few will teach the final goal . 
The MULTI LOAD feature gives you 
THREE seprratc gamp segments, for 
longer, more challenging game play. 

Price:£16 91 +• VAT=£19,45 




ESCAPE/MI NDMASTER 

A Multi 'Load cassette, your task m 
this game ■* to escape Irom the ihen 
Mindmastert laboratory, where he 
ha* held you as a specimen for study 
To win your freedom, you mutt pen 
through six 3-D nwes, wth each of 
them being more complex than the 
last. The lirsl 5 nwes have problems 
to solve and some surprise intelligence 
tests. The sixth m»/e n something 
special r As this game is too complex 
to load into your Atari at one time, it 
loads m FOUR different (actions, a 
feature ol the extra play power of 
the Starpath MULTI LOAO c*uetcat. 

Price :£ 1 6 . 9 1 + V AT = £1 9 .45 



VIDEO GAME CLUB 

In ji 1ajt moving market like vioen game*. .1 is difficult io keep up to date with all the 
oVnirjprnvnti that take piece, WMh new programmes and accessaries being introduced at 
a fast rate by several different manufacturers, it is impossible to get all the Information 
vju require from one manufacture! alone It is for this reason, thai we have set up 
Owners clubs far ihe more papular vidi-n gamr-i rmd hoira; computers, IO keep you fully 
up to date with what is going on with your particular machine. Ai far as we know. Silica 
Shop are the onty company to offer such clubs, but thai is not surprising since we are 
the special isti. We currently have FREE clubs lor the Atari VCS, Atari 400/800 home 
computers, and Matial I malln iuon . Soon lvc will luve ctulis for Colecnaviiirin. Aquarius 
and Vactrea. $o jf you Own one of thus* machines, I ill m the couprjn opposite, :.md wh 
vwiIJ enrol ymj FREE OF CHARGE in thr<-|...h i , r to your computer or video gam ^ 

US 01-309 1111 
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SILICA SHOP LIMITED, Oept SCVG 0733, 
1-4 The Mews, Hatherley Road, Sidcup, Kent, DA 14 4DX 
Telephone: 07 309 1111 or 01 301 1111 



FREE LITERATURE 



FREE LITERATURE - Pleas? ^end me your FREE Li T EH A TUftE and I \ 
catalogues on the following Jtems: * 

I 
I 
I 
I 

I 

I 



OWNERS CLUB I »'r**rj v 
me in your F REE dub: 


n ihir 'nlkiwng products, p'eaie enrol 






Surname: ...■j.^lhuliu 


Addrttsi ■ 








Postcode: ,,„„,„.........„.,, 


SCVG 0783 



FREE LITERATURE 




SUPERCHARGE A VCS 

AND LOAD UP GAMES 
FROM CASSETTE TAPES 



The Starpath Supercharger is an 
expansion card for the Atari VCS, 
It does more than the standard 
home computer Ram-pack as it 
also enhances the graphics and 
colour quality o( the 2600. 
The expander plugs into the 



rol, Dragonstomper, Killer Sate! 
lites. Communist Mutants From 
Space, Fireball, Suicide Mission 
and Escape From the Mindmas- 
ter 

More games are in the pipe- 
line from Starpath and the corn- 



games port on the VCS. A lead pany are busy drumming up in- 
connects the supercharger to a terest in the Supercharger on the 



cassette recorder and the games 
are loaded from tape 

Only tape-based games can 
he loaded via the supercharger 
ar.d the expander does not add 
anything to existing cartridge 
games. 

The really exciting possibility 
opened up by the Supercharger- 
is the prospect of a new range of 
cheaper cassette-based games. 

The Supercharger itself comes 
with a free game — Phaser Pat- 
rol, which features impressive 
Star Raiders type action. 

Six games are so far offered in 
the Starpath range: Phaser Pat- 



part of some leading American 
games firms. 

Don't expect miracles from the 
Supercharger. Graphics and col- 
our are undoubtedly better than 
on some of the earlier VCS titles 
— currently being sold off for as 
little as £10 — but some of the 
excellent colourful new games 
currency being released — j Pit- 
fall, Vanguard and Ms Pacman) 
compare favourably with it. 

The Supercharger also en- 
ables more moving characters 
on the screen than were pre- 
viously possible on the 2600 
though you would have to look 



long and hard to notice this extra 
capacity during game — play. 

The most impressive feature of 
the Supercharger is the multi- 
load facility This enables several 
games to be stored on one cas- 
sette. They can be played separ- 
ately as one-offs or, can be play- 
ed in sequence, as part of one 
larger game. 

Again in the Supercharger's 
favour it uses a quick automatic 
load system, Each of the games I 
tested, loaded m seconds first 
time. None of the hit-or-miss 
problems of loading cassette 
games into some home compu- 
ters. 

The best example of the multi- 
load facility is to be found on 
Dragonstomper — an adventure 
trilogy 

The first part of the game is 
called. The Enchanted Country- 
side. You are a traveller in this 
land. Your objective is to build up 



sufficient power and magic to 
get into The Oppressed Village. 
In order to do this you will need 
to vanquish the ghouls, spiders, 
warriors, snakes and serpents in 
the employ of the evil Dragon, 

Gold is awarded for each suc- 
cessful encounter with one of 
your adversaries When you 
have built up all your resources 
you can attempt to get over the 
bridge into the Oppressed Vil- 
lage. 

If you are successful, the 
second part of Dragonstomper is 
then loaded and you find yourself 
m the Oppressed Village. 

Dragonstomper is the best 
game in the current Superchar- 
ger range and looks like becom 
ing a good seller as the penchant 
for adventure games gains 
momentum 

The main drawback with sink 
ing your cash into adventure 
games is that once you've solved 



STAR WARS 

SWORD 

MASTER 

May the force be with you ! Vou'H 
need it when you enter the Jedi 
Arena. 

This latest release from Parker 
Video Games for the Atari VCS is 
based on the forthcoming addi- 
tion to the Star Wars saga called 
Revenge of the Jedi 

You take the part of a Jedi 
knight battling the deadly Seeker 
and an opponent of the Jedi 
Arena. The Seeker is a remote 
controlled ball-of-tricks which 
sends out beams of laser fire. 

Usualty this Jaser fire is con- 
trolled by the participants in this 
fight to the finish — the two Jedi 
knights, face to face across the 
arena, blasting away at each 
other in a bid tD break down their 
opponents force-held defence. 

The knights guide the laser 
blasts from the Seeker using 
their Lightsabres — the Seeker s 
blasts go in the direction the 
sabre is pointing. 

Rut ihp Seeker lends to oO 



"wild" occasionally — zipping 
around the arena sending out 
lethal beams of energy that 
neither of the knights can con- 
trol! Then it's every man for him- 
self. 

Ydu can either take on a com 
puter controlled enemy, or fight it 
out with a friend using the Atari's 
paddle-controllers. 

Jedi Arena — the latest in 
Parker's cartridges based on the 
Star War movies — will be avail- 
able from March and will sell at 
around f 29.95. 

BACK FROM 



Dracula is alive and well and 
living in the Intellivision Video 
Games Console. 

The long fanged phantom Irom 
Transylvannia has been haunting 
the programming department of 
Imagic Games — and now he 
has bewitched them into pre- 
serving his grizzly memory for 
ever in silicone. 

You can bring him to life by 
plugging m this latest cartridge 
for the Mattel Intellivision video 
games centre. 



The idea of the game is to sink 
your fangs into as many helpless 
victims as possible. Points are 
awarded according to the num- 
ber of pints of blood you can 
consume. 

Just as in the old films, Dracu- 
la can + ake on the form of a bat 
as well as a human This is a 
useful facility in this game as it 
enables you to move faster than 
your victims. 

It is not all in Dracula's favour 
though, as there are still some 
good characters left in this god- 
forsaken city The constable 
armed with a wooden stake, the 
white wolf, and the vulture that 
can successfully attack Dracula 
when he appears as a bat 

Ice Trek challenges you to 
dodge a stampeding herd of cari- 
bou, cross an ice-filled river, and 
finally to melt the ice palace and 
set free the Aurora Be real is to 
light up the sky 

You play the part of Vali the 
Avenger and your arch enemy in 
Ice Trek is Kaltron the Terribly 
You will also meet in the course 
of your adventure the Wildlife 
Queen who fires her arrows at 
Vali if he is forced to kill a 



caribou, 

The third game in this trio of 
new releases from Imagic for the 
Mattel Intellivision games centre 
is Tropical Trouble — a jungle 
adventure. 

The idyllic holiday island turns 
into a tropical nightmare when 
your darling Doris is kidnapped 
by the Beach Bruiser 

In order to get her back — and 
prove to her that you're not the 
clumsy Clarence her mother al- 
ways said you were — run 
through the jungle to find her. 
Dodge the boulders, coconuts, 
falling lava, and hurled rocks as 
you go. 

Dracula, Ice Trek, and Tropical 
Trouble are in the shops now at 
around the £25 mark, 



LAUNCH 



PUT BACK 

Atari's new super-system, the 
5200, has had its launch date pul 
back due to Atari setting up a 
new production plant in Ireland 
The bad news for would-be 
purchasers is that it is now un- 
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them, there's not much incentive 
to play them again, 

Dragonstcmper's three games 
in one should he e no ugh to keep 
even the most skilled adventurer 
occupied for a very long time. 

The multi-load facility is in- 
corporated in another of the 
highlights from the Supercharger 
range- — Escape From the Mind- 
master Its rare to see anything 
new these days among the 
plethora of new video games 
hitting the shops. Mi n dm aster 
provides the best evidence thai 
the designers' ideas haven't 
dried up. 

The idee of the game is to 
outwit the mindmaster who has 
trapped you in a maze. A number 
of intelligence tests — such as 
fitting shapes into their right 
holes will he presented and you 
must get them right to proceed. 

The maze itself is very im- 
pressive — drawn in 3D with a 



convincing simulation of depth 
as you penetrate its corridors. 

If you master the first maze the 
multi-load device will then load 
your second tougher test. There 
are four mazes altogether on the 
tape 

Two other reasonably good 
games are Killer Satellites — a 
scrolling shoot em up where you 
have to protect a city being bom- 
barded by an assortment of alien 
bombs, ships and satellites. 

The second game in the 
reasonable category is Fireball 
— a break out type game with 
five versions to choose from. A 
nice development of the basic 
idea is the replacement of a bat 
with a little character at the bot- 
tom of the screen who must first 
catch the ball and then throw it 
back at the wall, aiming at the 
brick he wishes to dislodge. If 
you fail to catch the ball a large 
hook on an elongated arm comes 
out from the left hand side of the 
screen and pulls your hand off. 

In the not-so-hot category are 
Suicide Mission and the ridicu- 
lous Communist Mutants From 
Space. 

Suicide Mission is a version of 




Asteroids — and a none too 
impressive one at Lhat. The col- 
ours were watery and the screen 
flickered constantly. The saucers 
moved far too slowly and there 
was no hypers pace button. 

The scene-setting blurb for 
this game tries to align the plot to 
the film Fantastic Voyage — 
pretty silly as anyone who plays 
the game will know its supposed 
to be Asteroids. 

Communist Mutants From 



Space is a dull shoot em up. I 
cleared screen after screen on 
my first go. 

C&VG verdict on the Super 
charger — at £39.95 for the ex- 
pander plus Phaser Patrol a defi- 
nite yes. Once you've got the 
thing itself Oragonstomper and 
Mindmaster will also look like 
very attractive buys at £19.95 
each, Fuller reviews will be m 
eluded in the Joystick Jury ml 
umns, at a later date. 



likely to be in the shops until the 

winter. 

Another delay is anticipated in 
the VC5 keyboard add-on which 
turns your VCS into a home com- 
puter. Andrew Swanston — 
Atari's marketing and sales 
director told C&VG that the firm 
would not be launching the 
keyboard until there was a good 
range of software available for it. 

COSMIC 
CREEPS 

Jawbreaker sounds a far too apt 
name for a Tigervision cartridge 
but you shouldn't conjure up pic- 
tures of creatures with mammoth 

fangs. 

The jaws in question belong to 
you, 

Tigervision is an established 
name in video games in America 
where they have launched 
several titles — the best known 
of which is the climbing game 
Miner 2049' er 

The first cartridges compatible 
with the British PAL electrical 
frequency are King Kong and 
Jawbreaker. No prizes for gues- 



sing what King Kong is — but for 
newcomers to video games the 
main characters are an ape, a 
girl and a gallant little chap who 
tries to scale the skyscraper to 
rescue her. 

Jawbreaker brings back the 
subject of food to the screen of 
your television with a notion 
which should appeal to every 
youngster 

This is your chance to run riot 
in a sweet factory eating away to 
your heart's and belly's desire. 

You control a pair of chomping 
teeth on a mission to clear the 
screen of sweets. A quick brush 
of the old fangs and your ready 
to tuck into another screen full 

Yet more video game nosh to 
be found in Fast Food but this 
time for the savoury rather then 
the sweet ^toothed. There are 
burgers, hot dogs, and French 
fries just waiting to be chomped 
in this brand new Telesys game. 

Telesys second new game has 
the wonderfully idiotic title — 
Cosmic Creeps. 

The idea of the same is to 
rescue the Cosmic Kids from the 
doomed planet before the Cos- 
mic Creeps can get their nasty 



little alien paws on them. 

The games are available in 
compatible PAL format from 
Electronic Leisure Products of 
Limerick, Ireland. They cost 
£22.00 ptos VAT. 

SEGA RANGE 
FOR ATARI 

Leading Japanese arcade game 
designers Sega are launching a 
range of games for the Atari VCS. 

Sega are best known to 
videogamers for the hit arcade 
games Zaxxon and Frogper. 

Their first offerings for the 
VCS, which have been launched 
in the States, are Tac-Scan and 
Sub -Scan. 

Tac-Scan may have been 
spotted by some of you in your 
local arcades but for the uniniti- 
ated it is an "extremely tough 3D 
shoot 'em up. 

The three dimensional effect is 
created by a never ending series 
of concentric hexagons. You 
control three Tac-Scan craft 
flying through space which are 
set upon by a deadly superfleet 
from Ahm 



Also on the way from Sega is 
Sub-Scan which is described as 
a battle of wits on the high seas. 

No date has yet been set for a 
UK launch for the home video 
games though they are bound to 
come into the country sooner or 
later as Sega already have a very 
strong foothold in the country's 
arcades. 

Sega are likely to provide hot 
competition for the leading video 
games manufacturers as the 
Sega designers have a reputa- 
tion for producing hit games 
which is the envy of the industry 
So arcade titles which are likely 
to make winning conversions to 
home systems may not be up for 
grabs by the large firm's licence 
hunters. 

6 The copyright case Atari had 
pending on Imagic's Demon 
Attack cartridge (see the April 
issue of C&VG) has been settled 
out of court. The result a stale- 
mate. 

And the court battle over the 
Colecovision VCS conversion 
module is settled too. With Col- 
eco paying Atari royalties. It 
should be In r -he UK by Stfffiftm 
ber. 
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August 1st) So hurry and be one of the first to play 1982s most popular arcade game at hora 
Systems: M What s more its one of the games that will sort the men from the boys in the 198 
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m to the shops now. Jk 

)ur very special pre-release price of only £24.99. {The price goes up tc > £29,99 on 



me Centipede is only from Atari and exclusively for Atari Video Computer 
>cS3 Atari Player of the Year Competition: 



More fun anil games 
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DRATS DRIVE 
YOU CRAZY! 

Crazy Chase must have got its 
name because it drove Phillips 
Videopac testers crazy. 

You control a little blue disc 
called the Munchkm which you 
steer around a maze attempting 
to eat segments from a snake's 
tail. 

You are pursued by a couple 
of Drats who can cause the 
Munch kin to shrink away to no- 
thing if they catch it. 

Paints are awarded lor each 
segment consumed hut if you 
want to score really highly you 
will also have to eat the Drats. In 
order to do this you have to 
catch them during the brief few 
seconds they have changed col- 
our after you have eaten a seg- 
ment from the tail. 

If that sounds easy then just 
you give it a try. As you play, the 
snake — or Grata pi liar to use the 
correct zoological term, get& tes- 
ter and faster. The effect of this 
is that you lose your speed advan- 
tage and have to rely on sharp 
cornering and planning to catch 
the odd segment. 

There are four Pac-Man style 
escape tunnels which you can 
run through to gat to the other 
side of the screen But be careful 
as the Drats can follow too. 

This game is so tough that 
high scores deserve a reward. 
So if you've scored over 500 on 
Crazy Chase send us a photo of 
the screen with the score and 
our friends at Phillips will send 
you one Videopac of your choice 
from trie current range. 

Only the first five entries to 
reach the Computer and Video 
Games office will win prizes. 

Sand your high score photos 
to our Herbal Hill address which 
you will find on page three of the 



magazine. Please mark your en- 
velope Crazy Chase Competition 
and state the game you would 
like to receive should you be a 
winner. 




THE VERDICT 
A tough, addictive game and de- 
finitely on the 'must get list for 
G70O0 owners. Proof that Phil- 
lips can make 'em just as good 
as anyone else, 

Action: XXXX 
Graphics: XIX 
Addiction; XX XX 

Theme; XXX 

COOKING UP 
A NIGHTMAR 

The chef's nightmare comes true 
in Burger Time as his ingredients 
grow to life size and set oft to eat 

him. 

The Inteliivision action takes 
place in a series of seven mazey 
kitchen designs that will never 
find their way into the Ideal 
Home Exhibition. 

As a fried egg, several toma- 
toes and — later on — a pickle, 
leap out of the frying pan and 
start looking hungry, you have to 
guide the chef around a maze of 
platforms and ladders trying to 
make burgers. The ingredients 
react to your every move occa- 
sionally despatching one of their 
number to head you off but 
usually following close on your 
heels. 

More docile ingredients, like 
burgers, buns, lettuce and to- 
mato slices lie ready for cooking 



on platforms. As you run over 
them they drop down a level, 
pushing the next ingredient down 
below them and gradually set- 
tling to form a completed burger 
at the bottom of the screen. Com- 
plete all your burgers and you're 
onto the next screen. 

If the more active ingredients 
get too close you can turn and 
pepper" them with a shake from 
your pepper jar, putting them out 
of the action for a while. You can 
also squash them under dropped 
buns for 100 points each or, for 
even more points, tempt them 
onto a bun behind you and then 
drop it by stepping off An sddi 
tional bonus is that the bun will 
then drop two levels. 

French fries, coffee, ketchup 
and ice cream appear on the 
screen occasionally and can be 
gabbled for points and extra pin- 
ches of valuable pepper. 

Burger Time is still a popular 
arcade game and this Mattel 
cartridge captures much ot the 
flavour of the original It's harder 
than it looks. 

The key to good arcade games 
is that while beginners can sur 
vive long enough to learn thu 
game, experts have early oppor- 
tunities to show their paces and 
boost their score Burger Time is 
a marvellous example. 




TOf 



MACHINE MANUFACTURER 

1 Phoenix Atari 

2 Pa c Man Atari 

3 Frogger Parker Brothers 

4 Invaders Atari 

5 Pitfall Acllvfsion 

All the above cartridges are pm. 
games centre. 



THE VERDICT 
The balance is iust right anil the 
theme makes it a real winner. A 
challenge from the word go. 
Action: X XXX 

Graphics: XX IX 

Addiction: XX XXX 

Theme X X X X X 

GREAT BALLS 
OF FIRE! 

Things are hotting up on the 
games front with a fire breathing 
dragon to contend with in Im- 
age's latest release. 

You play the part of the brave 
prince who is attempting to get 
into his father s castle to rid it of 
the evil dragons. 

In order to get into the castle 
you must first dash across the 
bridge and into the treasure 



room, 

The prince can be made to 
crouch by pulling back on Ihe 
joystick. Depressing the fire but- 
ton makes him iump. For best 
results run into the jump with 
precise timing to dear the fire- 
balls and gain extra ground. 
Once safely into the treasure 
room, you have to clear the 
screen of diamonds, crowns, 
goblets, jugs, harps, helmets, 
lamps, and candelabra to score 
points. 

When you have collected all 
the treasure you can make for 
the escape exit at the top left- 
hand corner of the screen. 

But don't expect to take a 
leisurely stroll around the trea- 
sure room. There's a fire brea- 
thing dragon in there as well, 
who is programmed to track you 
and fry you with fireballs. 

There are seven dragons to 
get past in order to master this 
game and every time you clear 
one treasure room you come up 
against a tougher quicker dragon 
in the next. 

Dragonfire scores highest on 
graphics. Those dragons look 
pretty mean and their fire brea- 
thing movement is impressive. 

We tested the game on the 
Atari VCS but the game is also 
available in Mattell Inteliivision 
format. 

The game is in the shops now 
at £24.30 plus VAT lor the Atari 
version and £27.34 plus VAT for 
the Mattel. 





T 



















THE VERDICT 
A tough, addictive game at the 
first sitting. A slight question 
mark over the game's lasting 
appeal. Once you've beaten that 
seventh dragon what than? 
Action: XXI 
Graphics: .11 XX 

Addiction: XXX 
Theme: XXX 
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MACHINE MANUFACTURER 

6 Donkey Kong Coleco 

7 Defender Atari 
S Rwer Raid Activision 
9 Demon Attach f magic 

10 Bercerit Atari 

pf0dl eeU lor the Atarf VCS home video 



LOOK 
MUM, NO 
WIRES! 

The trouble with playing video 
games on the conventional fami- 
ly TV set <s that the console has 
to sit on the floor beneath the set 
in the corner of the room. 

To play you either have to sit 
or the floor in front of the screen, 
pull your chair up in front of it, or 
make the wires stretch right 
across the room to the sofa. 

One attempt to get around this 
problem is Wico's extension 
cable which simply adds length 
to your joystick wire. Although 
this enables armchair play, it rn 
creases the Spaghetti Junction 
of wires. 

Now there is a real solution to 
the problem in the shape of the 
world's first remote control joy- 
stick. 

The Cynex is the brainchild of 
Sandy Goldnar who is also presi- 
dent of the American-based firm, 

The heart of the new joystick 
is the world's first radio chip 
which enables objects to be 
moved do screen at up to several 
yards distance. 

The stick has been on sale in 
the US for several months now. 

The large video games manu- 
facturers have also been quick to 
spot the potential of the remote 
control stick and Atari have now 
signed a deal to get first buying 
option an any of Cynexs new 
products. 

Now that the radio chip has 
been developed it will be a re- 
latively short step to include the 
controls inside the games system 
itself and this is now the key 
project for Cynex 

The remote control joystick is 
imported into the UK by Dynavest 
of London and will be in the 
shops in June at around the £60 
mark. For this you get two remote 
control joysticks plus the control 
box which connects to the Atari 
VCS. The system is also compati- 
ble with the Vic 20. 

Don't miss next month's C&VG 
for your chance to win a Cynex 




BIGGER BURGER PRIZE! 

There ate five Burgertime cartridges nwatting the most 
imaginative Intellivision owners out there, 

Burgertime brings a whole new meaning to the term 
'fast food"* 

Artist Phil Littler has come up with his Interpretation of a 
super burger which would dwarf any of the varieties to be 
found in high street outlets, 

We wont you to come jo with a name for this beefiest 
and brightest ef burgers and write in to tell us what it 
should be called. 

Please send your -best suggestion fcnto the Biggest 
Burger Competition, Computer & Video Games, Current 
House. Herbal Hill. London, EC1R 

The entry must be with us by July iSth end the five 
Burgertime cartridges go to the five names which best 
describe this mighty burger. Computer terms may or may 
not influence the judges' decision — but it's final anyway. 




WHERE NO GAMESTER HAS GONE BEFORE 



You can en|oy travelling the 
space sectors of Phaser Patrol 
for yourself and start up your 
own Supercharger collection by 
entering our Atari quiz below. 

The UK importers of the 
Supercharger, Electronic Leisure 
Products of Limerick, Ireland 
have put up three Superchargers 
with Phaser Patrol and two other 
cassettes of your own choice to 
be won in our competition. 

All you have to do is tick the 
correct answers to the following 

i 



questions about the Atari VCS 
and some of its games. 

Send your answers to Super- 
charger Competition, B Meadow- 
vale Close, Raneen, Umerick, Ire- 
land. Please be sure and include 
your name and address and a 
telephone number so we can let 
you know if you've won. 

Also state the name of the two 
Other Supercharger cassettes 
you would like to receive. 

No employees o! EMAP or 
Electronics Leisure Products or 



their relatives is permitted to en- 
ter the competition. And the 
usual Computer & Video Games 
competition rules apply. 

The entries must be in by July 
t2th. 

Simply fill in the coupon be- 
low, cut it out and send it off to 
the address above. Best ol luck 
and if more than three of you 
answer all the questions correct- 
ly your ideas on the Superchar- 
ger games question will decide 
the prize-winners 



SUPERCHARGED QUESTIONS 



"1 



1| Pacman takes its name from: 



c 



2) 



a) A famous 1§th Century ghost story 

b) The Japanese word Paku meaning: 

to eat □ 

c) The Japanese ball bearing game 
Pachinko □ 

Demon Attack has the following number of 
attack waves featuring different aliens: 



A) Whal stalks the riverbank in Frogger: 
l) A snake 

b) A lady frag 

c) An otter 

5) Atari's world HQ is based in: 
a) Slough 
I) California 
c) Tokyo 



□ 
□ 
□ 



□ 
□ 
□ 



3) 



a) 25 

b) 84 

Pitfall was designed by: 

a) David Crane 

b) Erne si Greystokes 
g} Henry Stanley 



□ 
□ 
□ 



□ 

□ 
□ 



What sort of game would you like to see on the 
VCS in cassette form (not more than 24 words 
please): 



My name is: 
Address: . . 



Tel: 



II I win the two other cassettes I would like Its own are: 

Dragon Stamper □ Fireball □ Escape from the Mind Master □ Communist Mutants from Space 
| Killer Satellites : . Suicide Mission □ 
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E$9Q 


I ATARI 




All About Applesoft 




All About P-sscrfi 


£1200 


Atan Basic-Learning by Usmg 


Eft 50 


All ADOurDOS 


L1200 


Aian Software - The Book 'A3 


£12 50 


Directory & Appleware 82-83 


£11 95 


Atan Graphics * Arcade Design £ 12 50 


Apple Connection 


tl 1 95 


Aidr i Sourxl and Graphics 


£7.50 


Apple Sofrwvare- The Book B3 


£1250 


AiUOtogy 


t / 9i 


Apple II Uwrj Gu<de 


£11.85 


Games few the Atari 


£6 50 


Apple Gf apftics & 




How to Program Youf Atari 


£7.95 


Arcade Devgn 


tF2 50 


rLJKl H on tnr Atari — 




Apple Pascal - Hands On 


£10.50 


Learning by Using 


t.o.W 


Assembly Language 


£11.95 


Kids & the Atari 


£14 95 


AssernOly Lines 


£12.95 


Your Atari Computer 


£10,95 


Bag or Trick* 


£26 00 


VIC 




Beneatn Appfe DOS 


£12.50 




Custom Applr 


fj 7 50 


*Lids &. the vie 


£14.95 


Elementary Apple 


£11.50 


The Player's Strategy Guide to 




Ejiecu(fveViycalc 


£9 95 


At*J Vo Home Video Gflme<, 


El. 50 


Hew ro Write an Apple Program £ 1 1 50 


Tricks, for Vies 


£7 95 | 


introoction to Wordstar 


£10.95 


IBM 




Kid* & che Apple 


EH 95 




LOGO for the Apple II 


£9 00 


How to write an 




Mastering vmcalc 


£11 95 


IflM-PC Program 




Micro on the Apple vol. r 


£15 95 


The Power of 1 23 




Micro on the Apple Vol 2 


£ 15 95 


for the IBM-PC 


£10,95 


Micro on the Apple Vol. 3 


£15 95 


User's Handbook to 




Mindsicwrns 


£&<?$ 


the IBM/PC 


£ 12 50 


NiDOie Express Vol- 1 


£1250 


IBM Personal Computer. 




Nibble Express Vol 2 


£12 50 


An introduction to 




NiODle Express Vol 3 


£f3 50 


Programming and Applications £13.55 


Peeking Vol. 1 




The IBM/PC Guide 


£25 00 


(1978 Call AppleJ 


£1050 


IBM's Per^Drul Computer 




Peeking Voi 2 




iQue On) 


£12 50 


\ 1 979 CaJI AppleJ 


£15 00 


Your FBM Personal Computer 




Peeking Vol. 3 




| Use, Applications, and Basic| 


£ 14 95 


• I98G Can Appie 1 


£20.00 






Peeking Vol i 








|i98i Cau Appier 
Power of Visicalc Vol t (2 


£20 00 
EID95 


MISCELLANEOUS 


Power erf VisipioC 


£10 95 


Warlock orFirtrtop Mountam 


L 1 25 


Powrf of Mumplan 


£1095 


Citadel of Chaos 


£1 25 


Power of Supercalc 


£10 95 


Forest or Doom 


£1 25 


Power of Visi/Real Estate 


£10.9$ 


Dictionary of Computers 


£2 95 ! 


iurvrvaf Put tor 




Dictionary of Microprocessors 


£2 25 


Apple Computer Games 


£995 


Dictionary of 




Turtle Geometry 


£1250 


Telecommunications 


£2.50 


What's Where m the Apple 


£15.95 


Dungeons £ Dragons 


£1 50 


Gutde to WTui'i Where 




Elementary COrrtrnndorr 64 


1 1 1 50 


m ine Apple 


£6.50 


Elementary Timex/Sinclair 


£11 50 


An addendum to the old 




Pac Man 


tD 95 


version of "What's Where" 




Soul of New Machine 




Wftatlf-Aguideto 




Hardback £8 50 




Computer Modeling 


£13.95 


Video Book 





V SBO Software. FREEPOST, OSIERS ROAD, LONDON SWTfl 1BR. 
Telephone 01-S70 9275 f 2* hounf, 0 T-S70 9314 

Please send me The following ptems 



PrOduCt 




Fnce 


Taral 



























































Add 75p for Postage & Pacing 






0,75 


Grand Total 


£ 



□ I enclose tfieque. 1 postal order made payable to 

S8D Software for £ 
D Please debu my Ac cess,-' Bare layca/diAmex jdejete as app.J Number 

I I tvo* 



Name 
Address 



A20 



LOOM 




ORIC-l 

So fast, it'll 
take your 
breath away! 



I 



FEATURES 

• Written entirely 
in MACHINE CODE 

• Over 50 skill levels 

• Random scoring spiders 

• One or Two Player Option 

• Hall of Fame # Full colour and sound 
• Bonus lives every 12000 points * DeadJy PACFERSON attacks^™ 

Blast I he fast moving centipede, as it &nake» down iow.i ni*. 

yon, in the depth* of the gniD forest. Score points by 
■hooting-up nrag hxosccui and (he deadly spiders. But beware 
of the hungry PACPERSON, which will gobble anything in 
its path. The higher your KOre rtKf , the fatter the action 
become*, until it is only a tcreimuw blur of colour and sound. 

Send cheque or P O fer £5.90 (postage paid), 
stating computer type and memory size to 

EDK?BIHJlD]52lin 

SOFTWARE 

FR EX POST SWANSEA, SA3 422 



A 

ATARI 



I MIA X.HVK i s 

1000a, Uxbridge Rd. Hayes Middx 



Pilot cass 15.50 Ui^k 18,95 

16k- real linn 1 - you are in the cockpit o\ -i 
light aircraf t - now bud it ! 

Beta Fighter cass 15.50 disk 18,95 

16k -thwart the aliens - fought against a 
3D Mart inn lundsi ape - for I or 2 players. 

Strip Poker disc 27.50 

40k -ultra hi-res graphics -too realistic to 
illustrate! What mother never told you 
a bou t v i ile o x,a me s 1 ! T I 

Drawpic 1 1 ca^ 24.50 disk 27.95 

1 6k- utility- access ATARI graphics with eue 

-a must for any programmer, 

Now upgraded a powerful tool indeed ! 



ai l emt hs iNt la di: vat. 

PA! 1 J-RF.K. 



0. 
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THE RUSSIAN 
GRANDMASTER 

The most celebrated participant in the 
computer chess field is undoubtedly the 
Russian grandmaster Mikhail Botvinnik. 

Botvinnik was world champion from 
1943 to 1963 with two one- year breaks, 
when he lost the championship first to 
Smyslov and then to TaJ, only to win 
back the title in a return match a year 
later each time. 

Botvinnik was born in 1911 in the 
Ukraine and until his retirement a few 
years ago was a noted electrical en- 
gineer as well as a chess grandmaster- 
He attained the status of Soviet master 
as long ago as 1927 and first won the 
championship of the Soviet Union in 
1931. He became well-known in the 
Wesi with his joint first place at the 
Nottingham tournament m 1936. 

Botvmnik's career provides a bridge 
between the almost mythical days of 
Capablanca and Alekhine, 50 years ago 
and the computerised chess of today. 

THE PIONEER ~ 

/Since his retirement from active play 
10 years ago. Botvinnik has concen- 
trated increasingly on the latter, prepar- 
ing his program which is known as 
Pioneer. However, his interest goes 
back much further to a time when he 
was still a leading active player. As far 
back as 1968, Botvinnik gave a lecture in 
the Russian town of VUdtmir in which 
he described a chess master in terms 
which have a strong computing flavour. 
U A master in his play has two functions. 
First of all he functions as a calculating 
and solving mechanism because he has 
to consider the possible moves and 
analyse variations ... A second function 
is also very important — one's ability to 
program oneself, to perfect ones indi- 
vidual program ... to modify it in a 
constant research for improvement and 
perfection. One can consider a player 
who gives due attention to this aspect as 
guiding himself by a definite program 
or algorithm," 

Botvinnik saw the development of an 
' artificial intellect" — an electronic 
machine capable of playing chess — as 
a major problem. If it could be 
achieved, he said: "I foresee an unpre- 
cedented period of popularity for the 
game. When an electronic machine has 
started playing chess and played it suc- 
cessfully this will be such a momentous 
event that every schoolboy will want to 



know about it. In world history, it will 
perhaps fall not far short in importance 
of the discovery of fire." 

Botvinnik's book. Computers, Chess 
and Long- range Planning, also 
appeared in 1966. It is a very complex 
mathematical representation of chess 
introducing a number of ideas such as a 
"'generalised exchange" between differ- 
ent kinds of advantage (such as material 
and space), the attacking path of a 
piece, the intangible value of an attack, 
and the position estimate of a chess 
position (which indicates when a posi- 
tional sacrifice may be advantageous). 

Although the original Russian title of 
this work meant literally "An Algorithm 
for Chess", the text is far more of a 
blueprint for a lifetimes study than an 
algorithm. 

CAPTURED SKILL ~ 

In ApriJ iwo years ago Botvinnik 
came to London to speak at the 
Advances in Computer Chess confer- 
ence at Imperial College, (The next 
conference is scheduled for April 1984). 
In his lecture, Botvinnik stressed the 
need for a program to examine only a 
small number of positions at each turn 
(preferably only one) and to restrict the 
analysis for each move to approximate- 
ly 50-60 well chosen positions in all, if 
master play were ever to be achieved. 
Thus the emphasis should be on select- 
ing the positions to examine and eva- 
luating them properly — exactly the 
opposite approach to BELLE. Many ex- 
perts believe that if Botvinnik's method 
of representing the master's positional 
and evaluative skill could be captured 
in a program, this would be a major step 
forward for computer chess. 

Sadly, after many years of develop- 
ment, Botvmnik's Pioneer has still not 
appeared except in experimental form, 
and it must be doubtful now that it ever 
will. Perhaps grandmaster chess is too 
complex a problem for the current state 
of the chess programmers' art — cer- 
tainly much more tangible success has 
been achieved by programs like BELLE 
which search huge trees of variations 



but understand almost nothing about 
them. 

As an example of what Pioneer can 
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achieve with a complex position. Figure 
1 shows a famous posiiion which Botvin- 
ruk (white) reached against Capablanca 
at the Rotterdam tournament of 1938. 

White to move can now choose be- 
tween two strong-looking options l.N- 
R5ch and 1.B-R3. Botvmnik's analysis at 
the time looked at 28 positions in total, 
with an average branching factor (num- 
ber of moves considered in each posi- 
tion) of 1.13. Pioneer's analysis of the 
position looks at 40 positions with a 
branching factor of 1.05 and find ihe 
variation: 

1. B-R3. QxB: (If 1. . . . Q-Kl; 2 . Q B7ch 
is strong) 

2. N-R5ch P PxN; 3. Q-NSch, K-Rl; 

4, OxNch, K-Nl; 

5. P-K7, 0-B8ch; 6. K-B2, Q-Q7ch; 7. K- 
N3, Q-K6ch; 8, K-R4, and now 

White wins in all variations, e.g. 
8 . . . Q K8ch; 9. KxP. 0-K7ch; 10, K R4. 
Q-K8ch: 11. K-R3, Q-K6ch; 12. P-N& 

It is easy to believe that BELLE would 
also have found this variation, but it 
might have needed to examine tens of 
thousands of positions to do sot If you 
want to know more about Botvinnik's 
method, his 1981 conference paper is 
published in Advances in Computer 
Chess 3, edited by M R B Clarke (Perga- 
mon Press, 1962) — but beware, u is far 
from f£?i easy reading! 




BY MAX BRAMER 



MtAL FUNCTtON 



T. HITCH 



SNAG JNR 



•SCREAMING 
FOOL OP 




y/ sua******** 

, + An™ master, y so M 



f&*CY SOU* 

A=Ur4 /■ ■ 



;r 



covnr 



ft 



r C'**oAt ssri &st r/*ro 



TtfM MM* 



"O" 



r /7 

S C4A?r Af/SS.- 
7WtF>G£>QM£ 



WHfir THE 



/*SfO£ THE 



MY 



rff&ctr f*& 



OFF! 



SrOAPFP 



US SOB. 



!5* 



o 



- - /rr * - 



1 



SUT 



0 $ 



IV 



MUST HRVC L 

^fi?^ * w sob- jrr 



m 



■ 



I 



/rs so 



F>i.*YS BY 
iTSSLF- 



Announcing more exciting 
programs for the BBC. 



Vomsofl is the software division ot Acorn 
Computers, the company thai designed and built I lie 
BBC Microcomputer. Here are four more exciting 
|iro£rnm>. all designed t<» ^el the most from your BBC 
\lirro. 

Starship Command fJB9-^) is a demanding* 
high- resolution graphics game in which you 
command a starship against attacking alien ships. 
You control the forward drive and rotational thrust of 
vour ship, which is equipped with shields* long and 
short- range scanners and a sector display of the stars 
and alien ships. 

Countdown to Doom (£9.%) is a rare against 
lime as sou si rive to repair \our damaged space ship 
in the corrosive atmosphere on the planet 
Doomawangara (Doom). Beat the clock or resign 

yourself to a life in the wilderness ot Doom, 

j 

Business Games (£9*95) is a cassette containing 
two games designed for economics, business or 
general studies teaching. 

In StokmarL up to eight players compete in 
buying and selling shares aided by a screen display of 
relevant market information. 

In TelemarL players compete to dominate in 

the manufacture and sale of televisions. The vm r 

is the one who makes the largest profit or controls 
over half the total market 

J ars (£11.90) is an educational cassette suitable 
for 7-13 year olds. The objective of the program is to 
present what ar e usually thought of as purely 
numerical problems, in a visual w ay. Jars of liquid are 
used to visualise volume estimation and fraction 
problems. Success, partial success or failure is noted 
bv a scoring system and suitable comments* 



MXm$m GAMES 

Starship 
Command 



Itn BSC M«-rcvc«TXrtW WiiW I 



>IC0«HS*FT GAMES 

Countdown 
to D oo m 



^COttNSlrT EDUCATION I 4C0RNSifT EDUCATION 



Business Games I Jars 





How to jg et Acorn sol t prog rams. 

If you" re a credit card holder .iml would lik< • ti» 
buy cassettes of the programs shown in this advertise- 
ment* or if vou would like to know the address of 
vour nearesl stockist just phone 01-200 I IlIOU. 

Alternatively-, vou can buy the cassettes directly 
by sending off the order form below to: 
AcornsoiUe/o \ector Marketing. I ►mil iff ton l>tate. 
Wellingborough, Northants \\8 2UL 

Also use this form if you would like to receive 
the current free Acornsoft catalogue. 

Please allow 28 days for delivers 

■Sf Credit Card Holders. Telephone 01-200 02< H I 




W). VcornsofL, <■/<» Yn tor Marketing. I >eniriptnn Kslalc. 
Wellingborough. Northants 2RL + 
Please send me the follow ing:- 

PROCRVM PRICK Ul WITH TUTU 

S< iir-li i ^ * iMiMiiiim! 1 ^ * * i 



Countdown lo U<n)m i^M^/i 



TO'IAI 



\l Ml II ^1- 1 I 

iiw nnriU 1 

SltC 22 



Sillo.i 



sm i:, 



I enclose PO/cheqne pavuhlc to Acornsoft Ltd. 

i h charge my credit card. 

(lard Number 



■; \ 1 1 1 . ■ \/ 1 1 j wti-J V iKii/ V-i'i-w \ U i ■ ! ■ i ■ ■ i 
Please send me die Vorn^oll brochure. 
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CHECKOUT 
U.S. STARS 



ARCADE HEROES 



No tips, or UK record breakers 
this month but they'll be back 
next issue with Donkey Kong 
Junior and Mr Do planned for 
coverage in the near future. 

Instead we're breaking away 
to please readers like Mark 
Lawrence from Dundee and 
Trevor Billstead from Witharn, 
who both wrote wondering how 
our charts compare with the 
greatest video games playing na- 
tion around — America, 

So we're printing the charts as 
taken from a U S magazine 
Vtdeo Games so you can com- 
pare them with the top scores in 
your own arcades. Don't be sur- 
prised by the size of some of 
them; record-breaking feats are 
encouraged in the U.S. and 
arcade owners are often per- 
suaded to stay open so that a 
local champ can make his bid for 
national fame on a favourite 
machine 

I don't like to ask about the 
problems involving going to the 
lavatory but can only assume 
thai the Missile Command and 
Robotron scorers mentioned 
below must have cast-iron biad- 





JUNGLE 
REVENGE 
i IN 3D 



ders or very understanding 
arcade owners. 

Another way around the blad- 
der problem is to beat the game 
on a rota basis, as did five lads at 
Stevenage Bowling Centre. 
Simon Revill, Gary Murphy, Paul 
Carter, Alan Stagg and Mark 
Taylor recently battled their way 



to 4„33D r E40 on Missile Command 
before the machine was turned 
off. 

Not quite in the U.S. class but 
we'd like to hear of any similar 
attempts. Please write to: 
Arcade Action, Computer & 
Video Games, Durrani House, 8 
Herbal Hill. London EC1R 5JB. 



Bercerk 
119,340 Joel West 
KirksviJJe, Mo, 

Centipede 
15.207,353 Darren Olson 
Calgary, Alberta, Can, 

Dig- Dug 
3.462,160 Brian Doyle 
Santee Calif 
Donkey Kong Jr. 
949.200 Matthew Brass 
Ottumwa, la. 
Frenzy 
4,737,820 Rik Kelly 
Kenosha, Wise. 

Galaga (level D| 
12 753.570 Mike Lynn 
Durham, N.C. 

Gorf {six men) 
704,590 John Chandler 
Hobbs, N.M. 

Gravitar 
4. 722.200 Raymond Mueller 
Boulder, Col 



AMERICAN HEROES 

Jousl (level 5. 20,000 bonus, 
new chip) 
1,553.600 Joe Malasarte 
Ottumwa, la, 

Kangaroo 
754,400 Sam Middle ton 
Panama City, Ha. 

Millipede 
715.827 Eric Ginner 
Mountain View, Calif. 

Missile Command 
64.696.720 Jeff Stueve 
Dayton. Oh. 

Moon Patrol 
577,480 Eric Ginner 
Mountain View, Calif. 

Ms. Pac Man 
286,410 Mike Lepfcosky 
Houston. Tex. 
Pengo (4 men) 
369,450 Mark Robichek 
Durban, South Africa 



Q*bert 

3,007,035 Richard Wilson 
Woodbridge, Va< 

Rally X 
238,910 Joel West 
Shelby. N.C. 

Robo Iron 
202,457,650 Mike Zack 
West Bloomfield, Mich. 
Star gate 
70,283,000 Oscar Iglesias 
Concord, Calif. 

Super Cobra 
1 98.470 Matt Brass 
Helena, Mont. 

. Tempest 
4J06.54Q David PUimer 
Regina. Saska., Can. 
Tron 

4,036.171 Rick Maldanado 
Weslland. Mich. 

ZaxxQO 
2,138,650 Eric Burch 
N. Palm Beach, Fla. 



TIPTOP 



Donkey Kong in three dimensions 
5 the fascinating idea behind Tip 
Top 

The game features a mis- 
chievous gorilla with a nasty line 
in prachcaljokes and a determined 
explorer out for revenge 

The explorer begins Tip Top 
asleep in his tent when the goril- 
la creeps up and sets fire to his 
toe. Enraged, our stubborn hero, 
pursues the creature through 
four screens of jungle terrain, 
over lakes and rivers, up hills and 
over bridges. 

Screen one sees the gorilla 
stomping about on top of a cliff, 
while at the bottom the explorer 
begins his climb up to enact his 
revenge. Like Donkey Kong's 
Marro, he has the power to jump 
or climb but his climbs are far 
slower, scrambling over the next 
parapet. 

Small monkeys froJic around 
the screen — seemingly harm- 
less — end the gorilla gently rolls 
coconuts down the slope in time- 
honoured fashion. 

Across a bridge above e 
watertull, down a slippery slope 
and jumping over a ravine, the 
hunter is now close to his rival- 
But watch those monkeys. 

If four or more grab hold of the 
explorer they lift him up and hoist 
him over trie nearest cliff. If, 
instead, he finds the gorilla's 
hideout onto the next screen. 

This features snakes and nar- 
row strips of land by a lake. 
While screen three takes place 
in a blue plain filled with small 
holes and rampaging rhinos. The 
holes are haunted by a cuddly 
4 but none-the-less deadly! critter 
who may grab you as you dive in 
to escape the rhino charges. 

The final screen offers up a 
large river full of logs, crocs and 
hippos a vastly superior Frogger 
with the hippos also travelling 
across the river as well as up 
and down it 

On this screen the gorilla fin- 
ally gets his come uppance as a 
handy fire brand is set beneath 
him. 
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PINdAL 



Our appeal for top pinball scores 
brought a prompt reply from 
Keith Hatlon of Liverpool. He sent 
us a detailed rundown ol his top 
scores on all the electronic 
machines manufactured since 
1976/771 They are *ll ' n « r ^ — 
Bally, Williams, Gottlieb, Stern 
and Zaccaria — an amazing list 
of over 40 machines played at 
various locations around the 
country 

There are too many top scores 
to list here, but Keith reckons his 
best scores include 7,241,510 on 
Bally s Fathom, 5,352.050 Dn 
Medusa, also from Bally. Keith 
racked up 7.421,770 on Gottlieb's 
Spirit, 2.536,200 on Stern's Sea- 
witch, 7,104,690 on a Williams 
Jungle Lord and 20,421,210 on 
Zaccana's Pinball Champ 82 at a 
Liverpool arcade. 

Keep the top scores coming in 
please.. 

Meanwhile on the new pin- 
balls front Bally are bringing out 
a baseball theme game called 
Grand Slam. This can be played 
by a combination of two or tour 
players — but other information 
from the pinball giant about this 
new release is thin on the 
ground. 

On the American scene Zac- 



caria have introduced Pinball 
Champ, a game which follows 
the trend for personal hi-fi by 
including a headphone plug 
which allows players to listen to 
comments from the machine! 
Pinball Champ has an elevated 
main ball runway which allows 
an enlarged playfield within a 
standard size cabinet 

The machine also includes a 
spinning target alley where high- 
speed shots collect high score 
values. 

Remember keep those high 
scores coming inl 




BEHIND ENEMY LINES 



Behind enemy lines and armed 
only with a gun and a few ore 
nades, your mission is to force 
the opposing generals to surren- 
der from their fort HQ. 

You are, of course, single- 
handed and will have to take on 
whole platoons of enemy snipers 
and several crack panzer divi- 
sions . . . It's enough to make 
John Wayne think twice! 

You start off on foot firing at 
the enemy. You can hide behind 
bushes as you battle your way up 
the screen. 

The opposition are also armed 
with guns and grenades, they 
make good use of bushes for 
cover and they greatly outnum- 
ber you. 

Landmines are deadly and 
have to be avoided in your rush 
up to the panzer ranks. 

Now your gun is useless and 
you have to lob grenades at the 
tanks and avoid their fire. 



To put yourself on equal terms 
yqu can make use of the odd 
blue tank which the opposition 
generals have carelessly left 
lying around the battlefield, 
kinks cotne in two varieties 
small and speedy or large and 
well-armoured. 

The larger tanks also offer 
greater artillery fire but you have 
to beware of grenades thrown 
from fox-holes or the other tanks 
Two hits will disable your tank 
but you can jump clear before 
the final explosion and look for 
your next tank, 

When the fort is in sight, you 
know your mission is nearly over. 
Leaving the tank you can storm 
the enemy HQ and try to lob a 
grenade over the walls and into 
the general's conference centre. 

If this is achieved, a woundud 
general appears on the battle- 
ments waving a white flag to 
acknowledge your victory. 

Front Line has been out for a 
while already but has met with a 




cool recaption from arcade 
players because it is initially 
difficult to get past the snipers 

This is a pity because the 
action really takes off when you 
climb into your tank, worth 
persevering with if you do get the 
chance. 

AWAKEN 
RUDELY! 



BUCK ROGERS 



Buck Rogers, frozen in space for 
half a millennium, wakes up to 
find himself ranged against the 
forces from the Planet of Zoom. 

You can chronicle his adven- 
tures as he tries to battle through 
to take on the enemy source ship 
m the first of a possible series of 
video games, Buck Rogers and 
Planet of Zoom. 

It's space warfare as seen 
from behind the twin jets of 
Buck's ship with you at the 
controls 

The battle begins in a heavily 
armed channel of an artificial 
planet, reminiscent of the Death 
Star in the Star Wars saga 
Enemy ships hurtle towards you 
and the Buck Rogers in you, rises 
to the challenge as your ship 
twists away from Zoom's alien 
ships, firing and dodging. 

A two-level speed control, a 
pilot's joystick and a lire button 
are at your fingertips as the 
scenes change to deep space, 
the formidable smasher tunnels 
and the spires of Cosmic City. 

The enemy ships come m all 
shapes and sizes. 

Anyone who has enjoyed the 
TV series will be interested to 
see just how it converts to the 
video screen I 
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Summing kH titnn scanty ™ *"' a ™* ^-"toS 
world Take Mario «v example There he was in Dei*e»MM 
"laying the salient Might ie a boiler «« *■«• ^ ,he ,ilr 
maiden Irom the clutches of ear ravoerite giant gorilla. 

Bui here in the sequel to thai memorable MUi : et wHt Mario 
hEcom. the villain. He has caged poor old Kong and rtlases 
to him So So H«le Kong Junior eels oat 10 rescue his dad. 

Donkey Kong Junior has 1o climb vines to reach the cage and 
r««ue h s Ztrious father. M there are jjasty l"*- 
tins called Snappers which dash around attempting to snort 
£ S ri T Kong can Jump over .he Snappers « *»l i » 
is lacinn them Then there Is the nasty bird which win aiso 
all mi" to prevent Kong completing his mission On Itie i second 
K fourth levels Fruils appear. Kong car , ea, . I he £ 
send them plummeting lo the jungle floor - tl they * a Wrd or 
a Snapper then 100 points will be added to your score. 

The number ot Snappers Increases each time Donkey Kang 
j,™o, man 19 .s to rescue his dad. To Mt , vjnl l y. I mus 
position Kong Junior right beneath it. and move H. Yen cannol 
leap on to a vine. 



Control keys are: "5"= left. 
7"=yp, "V" or "tl"=iump. 



HS-high score 

BIRD 1. BIRD 2 — bird positions 
LIVES — lives left 
H — direction of man 
COUNT— Screen number 

A B Snapper positions 

A$— Snappei shape 
S^Trection of Snapper 
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DONKEY ^^ g t :-!aSfr 
© 19S3 ROBERT TURNER 

1« FOR aV" 164 
NEXT X : NEXT * 



so data «*».8i5 0 i8£"4§ 4 B'f2'it 

0 , 2A3 ,24.4., 24.4- , 24.fi , 132 ,18,6,14,1. 

2 J U*6kth ' Ul. 254. , |62 ,2B2 , 25= - «* 
3. 1*8 ,2+S , 2S5 , 1ST , &3 , B3., 63 . 31 , 31 

' 7B Of*Tfl 0 A l'?i*<i S ii| e 6i| 5 ' aSe 
^4-0 > 24- / I 2 > ? ' 2 i-, a i 1 ft .7 j 12©, 64. 

a i il e 6fi?R e e%2| 4 *» , s* , »*e , • . • . • 

411 ?8k S 0: pSIIr * BORDER 5: C 

L- _ _ _ ti ** 
1010 LORD 



1 LET HS = B „ ... L CT BI 

2 LET C=©: UET X** ^ LET 

H*l- POKE 236?6>« 
=1 LET COUNT - 1 

DTNT BT ^ic-^TFP +: PLOT W, 1?^ 
INK ® rt _ at 

* + W U 5 ; ?::; ink 4; fc O*r 

lbs* feRX^xhK^g,.. ink 
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DIM H l»?B?-'xr ^H^eRS)* THEN 

*"5i~;Sf"il^lRr THEN l-BT 

211© NEXT U i_ET BIBJ-g: F° 

B SPRINT «T STY?* X + 1 ' Y ' B 
T? ' PRINT 



BC 



INK 




060 Tg _ TKJKEY *« ■B" THEN GO 5UB * 
LSI 



kite IP INKEY *="H" OR INKEY»= V 
THEN GO TO — M M 



NK 0j," _. wk a. ^o- : ink o; 

" : INK "°? „ * prin- 
1&60 PRINT 



PR 



" j " ink *;-5"7 W ^ JWr 

*;''0"J INK . K 4. ; -b"; INK 0, 

" ; ■ -Ep*i i SS Hi "i ink 

O-. INK,.©- +J^O"; INK 

i j INK *.j J ink 9. 

INK * / 



;!lri^?R^^--=« ™ cN ~ 

Ige^FOR U-l TO, SNAPPERS^ Pg INT + 
S?"SlUUB W j ' * THEN T L-ET^«U? =R « 

3iee if 5 *Ji ,, > ,?-_o ■ let RS'uif J 

ul*S- UET I> tu lr tmrh LET R tU) =* 

"iS»'5E,5r U «f 1 »lw"^S(UjI INK lift 
312B PRINT RT 

5lBB IC.Svi.S7 OR RTTR (X + 1,Y + 1 
? T I? THEN' GO TO °5«« „_ u 
US BEEP ■» o 'Z* 0 i s NE 5 N gcR*E li» 
Si !l RTTR 1 " IxTy? = S-B*' THEN LET CHE 
gSiri^RTTR ( X,Y><>1B4 THEN LET 
^| C I? W CHECK=S THEN GO SUB 

iSrxr^HESR- RNO eiRoa-a then 
.!l B T ir 3 i?Ri>a=2 V T HEN LET BIRD1 " S 



*' ink 1 

0J " 



INK 

ink 4;;o- 

tmk a.~"0" ; INK 



i N K IN ?"S6-r ink e 




if*5t?S (BIR01,BIRO a >-lB4. T 

* ^ 
00 






CERT TURNBt 



runs on a Spectrum in igk 



COMPUTER & VIDEO GAMES 33 




jlrillgpiLIR 

!^«^^£riitf?TM- f-| f '"- M ESSE 




HARDWARE 



Alan 400 with 16K RAM (AF36P) £149.99 
Alar, 400 with 48K RAM (AF37S) C249 00* 
Atari 800 with 48K RAM (AF02C) £299 99* 
All above with BASIC and handbooks 
Alan Cassette Recorder {AF2BF) £50 00 
Atari Disk Drive (AF06GJ £299 95 

48 K RAM for Alan 400 
46K Upgrade for 400 
Commodore 64 
16K RAM for VIC20 
Commodore Cassette 
Commodore Disk Drive 
Dragon 32 
Dragon Joystick 

Cassette Cabte for Dragon (BC3U) £2 95 
Epson Printer MX80F/T {AF40T) £447.35 



{AF44X) £99.95 
(AF45Y) £99 95 
(AF56L) £339.00* 
(AF53H) £59 95 
(AF46C) £44.95 
(AF50E) £299 99 
(AF57MJC175 0O 
(BC30HJE14 95 



.MENTA 
Floppy Disk 
5 CI 2 Data Cassettes 
Joystick Controller 
Joysticks (Pair) 
Le Stick 



(XG28F) £115 00 
(YX87U) £2.50 
{AF61R} £1 .99 
(AC53H} £7.50 
(AC37S) £13 95 
(AC45Y) £24.95 



Full details all above m MAPLIN catalogue 
+ Delivery next day by Datapost 

— 



ATARI 

AMack At Ep-Cyg-4 
'Baja Buggies 

Candy Factory 

Claim Jumper 

Defender 

Forth 
" Frogger 

Galaxian 

Gorf 
'HeMTire WamOr 

K-rfi/y ShOOtOut 
"Moon Shuttle 

Pac-Man 

Paint 

Picnic Paranoia 
"Preppie 
Qtx 

SAM Speech Synth 
"Sfiamus 
Sottporn Adventure 

SlarcrosB 

Synassembler 
'Zaxxcn 

Zork l 

Zork II 

Zork III 
"3D-Supergraphics ■ 

Plus over 2S0 other lilies for Atari 



-1E-16K-KF54J £34.95 
-1C-16K-KB74R £22 55 
-1D-32K-KF53H £21 95 
-1E-116K-KB67X £34 95 
-1E-16K-KFT0L £29 95 
-1D-24K-YL29G £62 95 
-lC-l6K-KB6eY £2295 
-1E-16K-KF11M £29.95 
It -6K KLU4>: C34 3 r 
-1C-32K-KF02C £27 45 
-1 E-8K-BQ63T £34 95 
1C-16K-KF22Y £27 50 
-l£-eK-B07lN £2995 
-1D-4BK-KB22Y £29 95 
-1E-16K-KF13P £3J 95 
-1C-16K-KB07H £21 95 
-1E-16K-KF16S £29 95 
-ID-32K-KB15R £47 19 
-1E-16K-KB90X £34 95 
-1D-40K^8093B£20 64 
-1D-32K-KB37S £29 95 
-1D-46K-KBG3E £36.95 
-1C-16K^KF20W £31 50 
•1D'32K-BQ94C £29 95 
-1D-32K-B095D £29 95 
-1D-32K-KB3U £29.95 
1C-40K-BO29G £31 95 




COMMODORE 54 

Temple Ol Apshai f Pari 1 r 
Upper Reaches (Pari 2) 
Curse Of Ra (Part 3) 
'Sword 01 Fargoal 
Crush. Crumofe 4. Chomp 
Jump Man 

DRAGON 

Berserk 

Black Sanctum 
Dragon Trek 
Galax Atlax 
Quest 
Wizard War 
Plus 39 Olhtr lilies Tor Dragon 

SPECTRUM 

The Hobbit (4BK1 
Ti negate C4AK) 
Space Intruders M6K) 
Meteor Slorm (lfiK) 
Chess Player (48 K) 
Speakeasy <48K) 

VIC20 

Crush. Crumble & Chomp t, 



-1D-8C57M £27 45 
-10-BC58N £1380 
-tO-BC59P £13 SO 
-ID-BC60O £20 75 
1D-8C61R £20 75 
-tD-BC62S £27 45 

1E-BC32K £19 95 
-1C-BC78K £7 95 
-tC-BC82D £995 
1E BC79L £19.95 
1C-BC41U £7 95 
-1C-BC83E £7 95 



1C-BC88V C14 95 
■1 C-BC&9W Ed 95 
-1C-BC90K £4 95 
-1C-BC91Y £4 95 
-1C &C92A £695 
-1C-BC93B £4 95 



The new h&nd-rvelrJ word processor 
{hat elitninaies the need lor a typisi 
You can learn the Micrownting technique 
m less Than an hour and produce 
perfecily lyped laxt the same day 

Microliter (AF62S) £485 ♦ £72 75 VAT* 
Comptele Word Processor Package 
(Microwriier. pnnler and lead} 
(AF63T) £1.205 * £180 75 VAT * 
Availabfe ONLY by mail order or from 
WESTCLlFF shop 

if Delivery next day by Dalapost 



Daiestorves Ol Ryn {+16K| 
Invasion Onon |'<16K) 
Monster Maze 
Plattermania 
Princess & Frog 
Rescue At Rigel ( + 16K) 
Ricochet (*8K) 
Sword 01 Fargoal l-lfcKh 
Tank Arcade 



+ 16K> 
1C-KKT0L £20 75 
■1C-KK13P £13 SO 
lC-KKt2N £17 25 
1E-KKMM £27 45 
■1E-KK14Q £27 45 
-1E-KK1&S E29 95 
■1C-KK08J £20 75 
1C-KK15R E13 80 
-1C-KK09K £20 75 
1C-KH18U £11 95 



'Dt$k ters^ons arso available Though pnce 
anti memory size rr\sv be deferent 





If your order contains over £120 worth of 
computer hardware apply now for inierest 
free credit by telephoning Mail-order 
(0702) 55291 1 London Shop: 01-248 0926 
Birmingham Shop: 021-356 7292 Southend 
shop- 0702 554000 or wrile to P O Box 3, 
Raylengh, Essex SS6 SLR 
You pay 10°^ down, ihen 10% per month 
for a further nine months (to nearest 

Credit quotations on request. This offer 
subiecl to approval which can take up 
to 43 hours I APR ■ 0%l 




A superb new norne compute* 
with one of (he rno$< powerful 
colour video processors 
available An Incredible 32 
spntes simultaneously 
and T6K ol RAM 
dedicated to graphics 
alone Powerful 2S0A 
f3 5MH2) mam processor Three 
tone generators and noise 
generator all with envelope conlrol like a 
mmi-synthesiser Complete with BASIC and superb handbook 
lor beginners. All this for just £189 95 (AF54U) 



H 



Maplin ElettronlC Supplies Ltd . Mail Order P O Bo« 3. Rayteigh. Essct 
SS6 SLR. -Tel. Soulhend (0702) 552911 ($a>e«). 
Oemonslratlons at our shops NOW. 

159-181 King St., Hsmmersmilh. W6. Tel. 01 -7« 0926, 284. London 
RMd. Westallfl-on-Sea. Essen. Tel (0702) 554000 Lynlon Square Perry 
Barr, Birmingham. Tel. (021) 356 7292, 

All good! deli w rt-o n UK mainland carnage paid bu1 add 50p if lodl 
order toss than £5 except catalogues. Orders including items marked * 
delivery neil nay by Dalaposl. 

Subject lo availarjihly All prices include VAT unless shown. Prtcet 
correct al time of going lo press. 
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3250 PRINT AT BIRD1,BIRD2; " "* T 

5 a f»XNlT4l»g« PR INT PT »IRI>l,Ol3 

3 £S®~t£ T BIRD2=3: LET X**" " ; GO 
TO 3000 

^225 I£^ ftTTR <X,Y> =IB4 AND ¥<>30 
FIND flTTR X.U-i) =56 OR flTTR ix, 
yJ =1B4 AND RTTR (x-l.y) =60 THEN 
pR * NT « T X,Y; INK 4; 'g",RT x"i7y 

r n X ' Y ' R ;RT X + i ' V BC'\ RETU 

« e iS^ Z E flTTR (X,Y-1)=60 AND Y<>3 

S-r P S D ^ f ?I T 5 ii'S'r 49 * THEN PRINT 
RT X,Y;" ■ RT X + liY; 11 V LET Y=Y 
Mi LET X*Sc+2; PRINT AT X,Y; "ft" ; 
?I * + U V; "BC"; RETURN ' ' ' 

^SS® IF Y<>3e THEN LET Y = Y + 1 : IP 
^? T 3 ft i^'Xi^iS 4 THEN XF ATTR (X 
£j' Y > = 57 OR RTTR (Xti,Y + l.l =57 T*- r 
EN LET CHECK =10 

4030 RETURN 

?? RTTR £X , Y) =134 AND Y<>1 
B ffT™ .J**^!? =56 THEN PRINT R 

LET Y=Y-1. LET X=X+2: PR IN 



J90 7 IF°RTTR iX-g,Y+i> =59 THEN _ 
N-X-8: LET M=V : LET C«l 

^. P EM-a; V i h=1 then 

NT fit fc/^V^RT X + l,Yi"D5 



PRINT' RT X 



T AT 

URN 

4850 IF RTTR 

AND RTTR IX, 
T X,Y; " "; AT 

LET X=X+2: 
RT X+l . Y; M FE " 
43(60 IF Y < > 1 



X^Y;" D";RT Xfl.Y; " FE ' ' : RET 



tX/Y-lJ =60 AND Y(>1 
y> ? 1B4 JHEN PRINT A 
X + l ,Y; " " : LET Y *Y - 
PRINT AT X . Y . " d M ; 
RETURN J 
THEN LET Y=Y-1< IF 



THEN IF RTTR <X + 
fX+lAtl.1 *57 THE 

D " ; AT X + 1,Y 
THEN GO TO 7 



RTTR EX, Y) < >1S4 
1,Y) =57 OR RTTR 
N LET CHECK =10 
A065 PRINT AT X,Y; " 
^FE IF CHECK =10 

4 070 RETURN 

4080 IF RTTR (X-l/Y; RND flTTR 

T R . X iX"5if 5 g I HEN PA INT AT X^Y; 

' " T X+l^Y;" " : LET X=X-2- P 
RINT AT X,Y^ FLASH 1j OUER l?"fl P 
;AT X+1,Y; "P": return ' 
f^®^ ATTR (X-i,Y + l) =60 RND AT 

4110 IF RTTR (X-l ,Y.i =60 RND RTTR 

k*^o=^ SVS^gefT 

'>>.iT-lJ =S(S AND flTTR CX-1,Y)<>60 
THEN PRINT RT X/Y;" " ? AT X + 1 ^ Y ? ' ' 
, : LET X =X*2: PRINT AT X , Y ; 1 ' £> " 
i?T« X t 1 > Y J_ll FE " : RETURN 

?f ATTR (X,YJ =164 AMD ATTR 
M X ^;ii = SS S R RTTR (xTy" = 1©4 THE 
N V PR J NT ?L\' Y ' INK 4, " □ " ; RT X + l 
/Y/ 0": LET X^XtP: PRINT RT X V ■ 

i^L^w*^!'",* 0 1 RETURN *' Y ' 
4150 IF RTTR <X ,y) =56 AND ATTR r 
=60 THEN PRINT AT x , y ; " 
* RT x +-1, y ; - » ; j_ ET x«+3- Pbtwt 

AT FLR5H 1; OVER 1/ : *D RT 

5+1,^0'- RETURN * ' 

4170 RETURN 

1 fSf THEN LET B* = ""0 s> 

ET 9$^ S" TR IX-2iYtl)i6fl THEN 

41©6 IF ATTR tX -1 , Y + 1 J =57 OR 

R .! X =-J^ } ? S7 THEN PR INT AT X , V ; 
^ AT Xfl.YJ 11 j LET X=X-2- PH 
^NT RT X,Yj "R- ;nT x"'y7-BS- ' 



f X -2 , V 



GO 



4200^1^^=0 THEN 

D "5 T « J 'VthFN GO SUB &000 

4S10 K„ c = ^ T ?n Tappers print 

(IJI+5; LET DCWi=-a: LET R* IUJ - -I 

i^fc^P^u" iS THEN LET ft IW) jR tM 

4245 IF PHU)>20 THEN LET B,WJ J 
LET D CU> =2 : LET A <W3 -4 

PRINT RT 3<Wii».fg , f. THEN PP 
ItW' AT X^Y ; iNS F 4^0 ? ? XNK 0^"^; 

7at S + i, y; ink 4; ''O". xnk 0, 
^gg- T ? F *2i=" THEN PRINT RT X, 

4310 LET Y=VHH|D j<H fi ; ' T S5% R 
05 ,10: LETT X - x ™A-r v .i/i y "BC" 
i^a^F^i THENAR 5St'rt X,Y;" 
S^^LET^i-^FOR U^i TO SNAPPER 

1 T R ^^i ,>fif' - l^t s=s + <count*100J 
U Sife a«-S0 TO 68 STEP , 2 : BEEP ■ « 
= a NEXT * : LET countjcounttl. 
let 1 .nl?p«r»-»n*pp«f»*i: 

n § s = ^g iF:i- : giir 

|? 3 %^3 NT pglN^^Tj , JS; 

/S=INT (W/5i THEN PR INT 



.05,20: F 
(N,H> -57 T 
.01,20: LE 



3; 



"T": BE 
V IF W 
RT N,M; *• 



Wn*tt* 1 pt M-N + l NEXT U: RETURN 

c m ^tfp P BEEP ,05,U: BEEP 
.5§ # S?fliT C 5 B CT 5 EE £eT LIUE S =LIU E 

7010 IF LlUEStl THEN GO TO B000 
7020 CSO TO 1000 tt qny KffY T 

: "I P B Al ^"t^EN^^sX 



B010 

10 

•?;030 

LET 
901® 
ET R 



IF INKEY|O IMt 



ii 1+ 



THEN GO TO 
THEN GO TO 



©0 



THEN 



IF INKEY 

IF nSbIR^I AND H-BIRD2 

IF N=R(D AND M=B ti) TH E N L 
( 1 ) -4 . LETT B(l)=4: L_E 



LET AS * 1> = 
9020 IF M=R(2) 
APPERS>X THEN 
2) =4: LET D(2) 

RETURN 
3SS0 IF^N=gfgJ 
qpPER5>2 THEN 
3J s4 : LET D f 3> 
RETURN _ 

f)PPER5>3 THEN 
4 ? =4 : LET D (43 

RETURN 
^050 IF N=A<^> 
RPPER5>* THEN 
1),4: LET 

RETURN 



T»; RETURN 

RND M=B(2> AND 
LET R *4 : LE 



SN 

B I 



ifl: LET A* <2) I" 



AND M=B<3) AND 
LET A <3) =4 LE 



5N 

B ( 



LET A* (3) 



AND H-=B(45 AND 
LET A t 43 =4 : LET 



SN 



LET A* t4) -"I" 

AND H=B(5) AND SN 
LET R (5) =4: LET B i 
»§; LET AS (S) ="1" : 
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BY NIGEL PERCY 



RUNS ON A SHARP MZ-80K IN 3K 



rysR calls and specialised Peeks and 

USR t68) - Starts a sound after 
a value other than zero has been 
poked into locations 4514 or 4513 
U SR <71 ) — Stops the sound 
USB (62) — Emits a short peep 
USR 13494) — Stops some of the 
screen noise when laser is fired 
enKE 10167 1 — Switches off tne 
peek proteci on Sharp Basic to allow 

Peek (17828} . ACr 

PEEK (17828) — Returns the ASG 
value of the current key being 
pressed (for continuous movement 
of laser] 

List of main variables 
TL - Time limit of game in seconds 
Y — Random position of blocks 
p _ Target poke code 
j _ position of target 
X — position of laser gun 
P1 — Movement key input 
X l$ _ internal timer 
f _ Position of laser bullet 
u . High score 

F$ _ Message which is flashed on 
screen 



If you like taking pot shots at those 
bobbing ducks and targets you find in 
fairground shooting galleries you'll enjoy 
this game. The object is to shoot down as 
many targets within one minute as you 
can, Each target is worth 100 points — 
and if you shoot down all nine you'll be 
rewarded with a 500 point bonus and 
another crack at the game. However, each 
time you win an extra go the time limit 
gets shorter. The targets are represented 
by the numbers 1-9. They appear at 
random among a "battlefield" of blocks. If 
you hit a block with a blast from your 
laser gun instead of a target number you 
will lose 10 points — and valuable time. 
Once one target is hit another appears to 
take its place until you have destroyed all 
nine. Your score and the high score are 
displayed throughout the game. 

YouH be hooked from the moment you 
start blasting away — those targets have 
an annoying habit of avoiding you! 



36 COMPUTE* & VIDEO GAMES 



I BuannLZ^* 0 ^^^^^ 




r * - 



- 1 



i * 



/ f / 



y \ ' f f 
i \ 



'ER & VIDEO GAMES 3? 




38 COMPUTER S VIDEO GAMES 



those that don't 





■tv Jt ji J\ j\ r. j\ j\ >t n j\ 



The do 1 s and don'ts of the new CGL M5 home 
computer reveal why it is such a remarkable family 
computer. Unrivalled in its range. 

For those family members that do revel in creating 
their own personal computer programmes the M5 will 
test all their abilities. And teach them many more. 

Alternatively for those that don't want to become 
so involved in programming the M5 couldn't be more 
fun 

How can one computer be all things to all users — 
from a sixty year old to a six year old? 

Simply because the CGL M5 has been developed in Japan 
as a sophisticated 'add-on' computer system. With the back up of 
a unique software system. 

As your computer abilities grow so the CGL M5 will expand to 
meet them One of the first things you'll discover about the M5 is 
its amazing colour and graphic reproduction, whether 
it's bringing life to your own animation or pre^ programmed 
cassettes and cartridges. 
The graphic modes capability of the M5 is just one of the 
features that sets this computer in a class of its own. 
It also incorporates a mini-synthesiser . Slot in the Basic 
G cartridge and you can compose to your ears 1 delight. 
The addition of a Basic F cartridge lets you do more 
complicated scientific, technicaland arithmetical 
applications. There's also the FALC cartridge which gives 
you an easy to use data management and family 
accounting package. 

And the CGL M5 is stifl growing. With an ever 
expanding library of 
cassettes and cartridges. 
Do yourself and your family a 
service — don't buy a home 
computer until you Ve found out 
more about the remarkable CGL M5 



I 




HOME COMPUTER 



and those that might 



r 



i 



For full details and a technical specification of the new CG L M5 
send us this completed coupon. Apart from the full colour brochure 
we'll also rush you the address ot your nearest stockist. Be sure to 
see a demonstration. 

The CGL M5. It might be the best family decision you'll make 
for years. 

Name 



Address 



Tel. No 



L 



Post the completed coupon toComputerGames Limited, CGL House 
Goldmgs Hill. Loughton, Essex IG10 2RR 
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ATARI 



Over 250 programmes 

by more than 50 
software houses. 

NEW ATARI PROGRAMMES 

Up, up and away 
Zaxxon 
Miner 2049 er 
Fort Apocalypse 
Chop lifter (ROM) 




MER5EYSIDES LARGEST SOFTWARE STOCKISTS. We have 
in stock over 400 fantastic programmes all at highly competitive 
prices and suitable tor your Atari, Drogon or Vic 20 computer. 
Ring us on our hotline NOW for a copy of our latest price list. 
It's all you 1 ! I ever need ! j— 

DRAGON V^^fo 
Over 50 programmes 

in stock by 
Microdeal 
Abacus 
M.C. Lothlorien 
Romik 

Dragon Data 

NEW DRAGON 
PROGRAMMES 

Donkey King 
CaterpiHar 
Maths Tutor 
Earth Rescue 



VIC 20 W 

Over 70 programmes 

In stock by 

Imagine Bug-Byte 
Rabbit Commodore 
Romik Thorn 
Postern Llama soft 

43 K Upgrade £9000 
Atari 80D48KE399 00 



£ You need look no further than 

MICROSPOT 

15 Moorfields, Liverpool L2 2BQ 
Hotline: 051-236 6628 




Hot 

from 



£14.95 

For Atari 





LQTHLORIEN 

WAR MASTERS 
ANNOUNCE 4 GREAT NEW TITLES 

JOHNNY REE) 

Tnis M-grapho wv^in, tot i or 2 players is sat during me American Civil We/ and is played entirely qn a 
graphics battlefield which is generated siigrilly differently each game. Eacn sitie selects its force of intantiy. cavalry 
and art.ille<v with which it rnu&1 capture the or^my's Hag Vou have full keyttoard oomrnand or aSl movement and lire 
controls. A Save Game facility allows a partly played game 1o oe reloaded tn 1esi ejifl^enl tetficV 
PLAY THE COMPUTER OR CHALLENGE A FRIEND 
Available lor 48K SPECTRUM £5.50. 

REDWEED 

Can you save Londno Irom the MARTIANS 0 Three powerful Marf an war machine „t» \ on LonrJcm 

-sentient REDWEED threatens to immobilise aD your Sghling units as t gro#s across, the map The 



era advancing on London 

whilst semi- 

qinrw is niaymf an a graphics bUtWlwW on whKti you hive lull curso* conlrol 1o move you* 1anks. flamethrowers 
etc 1 5 levels of play will test your tactical abilities. 
AVAILABLE FOR 4SK SPECTRUM E5 50 



PARAS 

You have command r>t a small parachute force Jh&nd picked by you*&el>) wNeh hu bean dropped behind enemy 
lines to capijre en imparl ant river crossing. Keyboard command allows you to manoeuvre and light on me modified 
hex-Qfid hanierieid You can play ether a standard or a shortened wswn oi c^me with several levets ot play 
AVAILABLE FOR BBC MODEL B C6.S5. 

BATTLEZONE 2000 

A 'utun&lc wargame also pfayed on a moditied hex-grid battlefield with lull keyboard control Your force comprise* 
a selection of tanfca. Infantry, missile JBunchers etc. wrtti which you ^ave to destroy an all powerful computer 
controlled battfe machine Will you achieve your mission belome it escapes to- Ihreaten the whole wo rid ^ 
AVAILABLE FOR BBC MODEL B f 6 ». 

OTHER TITLES 

WARLORD available *or DRAGON; SPECTRUM 4BK: 2XB1 16K; TANDY 32K COLOR; (COMING SOON FOR ATARI 48K S ORIC 1 4SK) 
TYRANT OF ATHENS available lo* CRACOW. SPECTRUM 16K ZX81 16K. TANDY 32K COLOR 

ROMAN EMPIRE available lor DRAGON. SPECTRUM 16K; ZXBt 16K; TANDY 32K COLOR: ATARI 400 & 800 49K; AND NOW BBC MODEL B. 
SAMURAI WARRIOR available tor DRAGON. SPECTRUM 16K; ZX8T I6K. 

PRIVATEER auailahS8 For a back lo back cassette for bolh ZX81 16K & 4flK SPECTRUM lt>r only E4.50. 
KLOPOMNE3IAM WAR available for ZX91 16K only 



W ARQ AMES lo* - 



SPECTRUM 
£5.50 



DRAGON 



TANDY 32K 
COLOR 



BBC 
HDrjtL s 

£6 95 



ATARI 
400 BDd 4£K 



ZXQl 16K 



0MC1 4»K 



AVAILABLE FROM BETTER SOFTWARE SHOPS OR DIRECT BY MAIL ORDER 
ACCESS NUMBER CHEQUES OR POSTAL ORDERS PLEASE. PAYABLE TO — 

M. C. LOTHLORIEN 

DEPT. CVG, 4 GRAN 0 Y ROAD, CHEADLE HlJLME. CHESHIRE SKB SLS 
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Even at sale time everything at Laskys 
remains the same - except the price. You get the 
same wide range of top name models and the 
unique opportunity to test and compare them 
side by side, with specialist advice. 

Just look at these savings on the widest 
range of top name home computers available in 
the High Street. Names like! Atari, Commodore, 



Sinclair, Oric, Jupiter and New Brain, plus a 
comprehensive selection of compatible software 
and peripherals. 

And with our 14 day exchange, up to £1,000 
Instant Credit* two year free guarantee * and 
the back-up of Laskys service engineers, the 
Micropoint Sale has to be the place to buy your 
micro. 



COMMODO 





COMMODORE 64 A home computer with a full Size 
keyboard. Powerful 64K memory, sprite graphics, 



prav Price colour and sound 

£339fla 



PmPwiE SeliPnceE 



£319.00 



3K RAM Expansi< 


for VIC-2C 


2*flG 


26.90 


8K RAM Expanse 


3D for VIC-20 




39.90 



ATARI 400 Home computer with 16K memory 
Sound generator Good graphics and colour. 
I ncl u d es 'Basic 1 kit. fv, v Pr.cn t Pn C « c 



ATARNJ00 48K 


39&00. 


298.oo 


Alan 022 Printer 




179.00 


Atan 810 Disk Drive 




279.00 



Sale Ppce 

£139.90 





Pre* Price- 
Sfilo Price 

£149.90 

rt 



ORIC 48K A home computer with 48K RAM. Ergonomic 
keyboard with 57 moving keys. Colour, sound and a hi fi 
sound output. Teletext Viewdata compatible graphics. 



NEWBRAIN MODEL AD An ideal personal/small 
business computer 32K memory, excellent graphics 
and character set. Built-in one line display. 

Pre* tTK&£ Sale l J r ce£ 

219joo ] 



Newbrain Model A 




Prev Price 

E299.0Q 

Sain Price 



£249.00 



SINCLAIR 




SINCLAIR SPECTRUM 48K with full colour and 
Et6&Qa sound High resolution graphics. 

Sale Price 



£129.90 



Sinclair Spectrum 1 6K 




99.90 


Sinclair Spectrum Printer 


5? BO 


39.90 
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Its the programs that make micros magic 



ATARI FOR 400/800 



ATARI FOR 400/800 



R ABB ITT FOR VIC 20 



Astrochase 
Baja Suggys 
Chopltfter 
Claim Jump 
Compute 4 
Darts 

Escape from 
Traam 
Figure Fun 
Gorf 

Jumbo Jet 
Kick Back 
Legionaire 
Miner 2049 
MoonbaselO 
Mutant Herd 
Picnic Paranoia 
Pool 
Preppie 
Protector 2 
Seadragon 
Snooker 



Pr«v. Price 

£2+£CL 

rum 

£3*^90. 



Sals. Price 

£19.90 
£19.90 
£26.90 
£26,90 



Soccer 
Stratos 
Submarine 
Command 
£12.90 Super Cubes 
£17.90 Zaxxon 



Prev. Price 

£2ft^G. 

£34-9Q 
£T4^a 



Eiala Ptice 

£26.90 
£21,90 

£29.90 
£12.90 
£26.90 



£15,90 
£12.90 
£26.90 
£29.90 
£25,90 
£23.90 
£29.90 
£19.90 
£21.90 

£17.90 
£19.90 
£26.90 
£21.90 
£17.90 



ROM IK FOR VIC 20 



Martian Raider £t*90 £7.90 

Moons of Jupiter ST§£G. £7.90 

Multisynthesiser £^9Q £7,90 

Power Blast E$£Q £7,90 

Shark Attack £330 £7,90 

Space Attack £^9Gl £7.90 

Space Fortress £^90 £7.90 

Time Destination £^9Q £7.90 



Annihilate 

Crossfire 

Frogger 

Graphics 64 

Grave Robbers 

Hopper 

Krell 

Monopole 64 

Myriad 

Night Crawl 

Orbis 

Quackers 

Skramble 



Prev Price 

64 £$9Q 
£^QQ 



Sale Price 

£7.90 
£7.90 
£7.90 
£7.90 
£7.90 
£7.90 
£7.90 
£7.90 
£7.90 
£7,90 
£7.90 
£7.90 
£7.90 



BUG BYTE FOR VIC 20 



R ABB ITT FOR VIC 20 



Advent 64 
Alien Soccer 



£7.90 
£7.90 



Asteroids 
2 Cosmiads 
Gammon 
Panic 

Another VIC In 
the Wall 



£4.90 
£4.90 
£4.90 
£4.90 



£&90 £4.90 




UP TO £1000 1 






NTCREDIT* 



^CHECK OUTOURCOMr^^ 

OF PERIPHERALS AT SALEPHICES 




Full stock available at these branches: 



* uiLirftriini 

Inrt.n PtalUlUlH 

A range at home.' hoobyrsl camputsrs with peripheral* and programs, 
are available from ltiese branches. 



LONDON 
49 



Court B H d. *n 



AM 



111*- rpm 



LUTWI1B2 Annate Ciin*i 




SHEFf IEL0 58 Leopold Slreel 


HEAOINfi fflM SbMt 


MANCHESTER Arndalw Cfnjn.1 


YWKIQi Coney $htti 


MWOSTCinr 79-1)1 rtfcftk Streti 


NEWCASTLE-UPON-TYNE 
E Nurthumrjflrtififl St. 


UVEHPO0L33O>li Stnitt 


BRIQKTDN 151 3 MMn RtM 


f ftiNBuBG-H i St Jemrtf CM** 


flfllS1QL1f-»P*MStrMl 


NOTTWOhjim m Siattiy Hew 


GLASGOW SB fC Buchanan Slrsei 


SLOUOSTEP ttEasin<r< if?.- 


PETEHMHWCH Qui*Aja*te Cwitift 


UfttOT 122 Owen ^r«Tt 


BlflMIWHAM lB-n Cwparrtiar 5l 


PflESICWfitnWhillAiiad* 





LONDON 

257 MmMB Coart BbK 



152 Flert Srraet, EC? 

KKCHESTIH 13 Tiimly Squlit 



SLOUGH Qutifwritrt Cirrlrt 


?( AbingtM SSiH 


WMFORB CDhMtRki 


CrWfHliHfl The Pm&swi 


OVOflO M 
r-fiWiilhin An T 


SOUIKNO ZTJtt-mCBMMlMM 


LDCESIin 45 WrtH 
RnSoufh 
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You'll have to get the point 
quickly if you want to survive the 
deadly alien spikes t 

The aim of the game is to de- 
fend the top layer of a 20 level 
grid from these nasty spikes 
which will zap you with electric- 
ity should they reach your laser 
base- The spikes radiate from the 
centre of the screen and gradu- 
ally move towards you — rising 
through the many levels. You 
move about on the top level 
ready to blast the spikes using a 
joystick controller. When you are 
directly above a spike fire! 

Points are scored for each 
spike shot — more points are 
awarded for a rapid destruction 
of a spike. Once shot they fall 
back to the centre to start rising 
up at you once more. 

As the game progresses the 
spikes get faster and more 
numerous — and are worth more 
points, Beware — sometimes a 
spike will rise up in the middle of 
the screen where you will not be 
able to see ft — so you will have 
to keep alert. The authors high 
score is 8240 — can you beat it? 



10 PCLERR© 
£ 0 pOKE&HPFD7>0 

60 FL .RY"T25303RGW>[>BRDCEE 

3 t&i2w?J> mi *v*w*> 

3Q NEXT I 
11 Ci RETURN 



\te PM0DE4-5 iSCREEHl.l 



• 1 tffSi I >-8 



20-flZ )*< L+D > 
K-K+l .IFK-3THEH K-B^-C+l 

FM0DE4j 1 1 SCREEN1 1 I 

CuS^PRINT<E10 * ' S ^l5ue^oTrHT' JOYST ICK TQ MOVE" 

PR I NT ; PR I NT " p^. T ynp LRYER OF THE GRID. ' 

PRINT PRINT'RBDUT THE TOP L^LK ^ 

PRINT : PR I NT WHEN ^> lREC ^ 

Sffi^l^WIHt-^ £ TO SHON GRID RNL> 

, Wmmrv THEM 269 

290 (5OSUB670 n ^ n ^, T s i9citfflZ( I V20+120 

LIHEC241,3W253, 9 'P^T'BF 
LIHE'TIS' 181 >-<255, 191 ^'P-'tl ,wr 

g£ SS?13>-1 -RY< I >«c »>-! .flK I 
NEXT I 
N=l 

P^PEEKC 652S0 > 
K-INT<JOYSTK<0>^«W> 
JQYSTKC 



140 
150 

170 
180 
130 

210 
£20 
230 
249 
2"50 
260 
270 
290 



310 
320 
330 
340 
350 
360 
370 

ase 

390 



START" 




SP/K^ ATTACK 
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439 
440 

Am 

470 
430 

540 



1F P-r2S OR P-«* THEN C08UB49 
PRESETS 20*X1 ' 20* >< 'l ' 

p SE T< 20*X1'2 0 * V1 ' 1 ' 
FriRI^lTON 

sound ie*flz<i >+i>i 

NEXT I 

K^MOlCDeFCflBOZCOEFCflBOaCOEFCHBO* 
COEFGHBOSCDEFGflB" 

NEKTJ 

PT10DE4, 5' SCREENS 1 
PM0PE4.1' SCREEN 1 I 

PCKE8-HFFD6^ 

PM0DE4 , 1 ■ SCREENJ , 3 ^LS| , eF 
St^I<I 4 ^^^:^.PSET.BF 

j ppRI*0TO!2 

3 FORJ"0 TO ? _ lW 120J 

? LINE '?i„, b'w'b*! ■ 18EO..PSET 
n LINE<23*I" ( "^*.I iii i\ pcFT 

| UNE(0,20*J>- t24,9 ' 20 * J> ' 

3 NEXT J' I „„_ 
0 FO RI-lTO2e00'NEXTI 

10 RETURN 




/ BY MARK WOOifilCH 



/ RUMS ON DRAGON 32 Ml 32K 
/ WITH JOYSTICK 
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ATARI 800; M upgraded from 16K to 48K RAM 
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ATARI 400^ with 16K RAM 



It's hard to know which set of figures i s more 
attractive. Certainly the ATARI 800™ Computer, 
upgraded by an astonishing 32K and reduced by 
£100, will have its admirers. 

However, the ATARI 400'* Computer plus 
free Programmer Kit for only £149.99 makes it 
remarkable value for money particularly when 
you take into account its 16K RAM (on some com- 
puters you'll be charged extra to upgrade to 16K). 

Ifs even more remarkable when you look at 
our computers feature by feature. 

The Family Computer. 

Before we designed them, we thought about 
who was actually going to use them. 

One day our computers might be playing 
games; next, they're wrestling with household 
budgets; teaching geography to an 8-year-old; or 
printing letters. 

In other words, we designed our computers 
and software for as many applications as a 
family has ideas. (Now the ATARI 800 Computer 
has 48K RAM, there's even more memory for even 
more applications.) 

Next we built in high- resolution graphics. 
Inside our computers, we have a microprocessor 
whose only job is to operate our graphics. 

(All told, you can choose up to 16 different 
colours in 16 intensities, which gives you a 
spectrum of 256 different shades.) 

In fact, our computers divide the screen up 
into 60,000 tiny points, each one of which can 
be changed without affecting the other, 

A friend not a fiend. 

We also looked at ways to make computers 
rather friendli en 



Atari 400 and 800 Home Computer 
Technical Specifications, 

Col our C apabil i ti es: C hoose f rorn 16 colours, and 16 i ntensi ties 
(up to a total of 256 shades). 

Sound: Four inde pendent sound sy nth esi sera for musical ton es 
and tfames sounds. Three and one half octaves. Variable volume 
and tone for each voice. 

Display: Thrte text modes: 24 lines of 40 characters, double- 
width characters, or double-height, double -width characters. 
Nine graphic modes: from 40 columns by 24 rows up to 320 
columns by 192 rows 

Memory: Includes a built-in 10K Read Only Memory (ROM) 
Operating System with 4SK Random Access Memory (ATARI 
800) and 16K Random Access Memory (ATA HI 40o). 
C.P.U.: 6502B M icroprocessorO.56 micro-second cycle. 1.8M hz. 
Special Features: Three customised integrated circuits. 
Extended Graphics Functions: High-resolution graphics. 
Multi-coloured character set. Software screen switching. M ixed 
text and graphics modes. 

Multiple re-defined character sets. Player missile (sprite) 
graphics. Fine screen scrolling in any direction. Changeable 
colour registers. Smooth character movement. 
Peripherals: A range of peripherals and accessories that are 
available now. 



as educational programs to satisfy the most 
enquiring mind. 

You can learn French, Spanish, German or 
Italian on our computers and through our 
unique 'sound through 1 system you'll hear the 
language and learn it the way you learnt your 
mother tongue. (Other computers will leave you 
speechless.) 

You can teach yourself touch typing, 
compose and play your own music or teach a 
child the alphabet. 

On another program you can find out if your 
current mortgage is giving you the best value for 
money; while yet another program will answer a 
question that has vexed mankind for generations: 



On the ATARI 400 Computer, weVe incorpor- ''Where does all my money go?r 



ated touch-sensitive keys with ridges, so fingers 
won't slip; on the ATARI 800 Computer, we have 
keys much as you'd find on a standard typewriter 

You can talk to your computer in a choice 
of languages (five for the Atari 400, nine for the 
Atari 800), including: ATARI BASIC, using 
software which you load in on cartridge, cassette, 
or disk 

For our computers, we have one of the 
largest software libraries in the world: every- 
thing from speech synthesis to sophisticated 
data management. 

No doubt you know all about our 
famous games such as FAC-M AN ; SPACE 
INVADERS 7 and STAR RAIDERS!" 1 winner 
of the 1982 Game of the Year Award 

However, we also boast home 
and office application software as well 




At the same time, the outstanding VisiCalc 
program is available for the ATARI 80S Computer, 
Write your own programs. 

As if all that isn't enough, through Atari's 
Program Exchange (APX), you can have access 
to a wide range of the most imaginative programs 
written by our users. 

Or you can learn to write your own 
programs with the help of our 'Invitation to 
Programming" Sl series, using our unique'sound 
through' system. 

Surprisingly, you won't have to plough 
through a small library of manuals to do so, 
since most of the series is on software, 
not in hard books. Of course, we've 
• alwayshad just about everythingyou're 
looking for in computers. 

From today, we've got even more. 



More of what home computers are for. 



* ATARI and des>i|jtL Ri^mn UK. » '"Trademark- <i| \ui i I ik. tPac man and characters are trademarks of Namco Lid. tTrademtirk of Taito America Corporation. 'Trademark of Visi Corp, 



r RUMS ON AH ATARI40Q/8QD IN 16K NEEDS TWO JOYSTICKS 

BY GRAEME HUTCHINSON 




IN days of old gladiators fougftt it out in a vait ar*na. 
In the future they will bottle » out within the coitffo- 
ing walls of o vost maze^ 

Once one lucky gladiator finds the power pill that and after a random period it will be repositioned in 
is hidden in the maze he will bo ablo to shatter the man. Two pills may appear and either can bo 

used. When a gladiator turns red he can kill his 




This is a two- player battle set in a maze. The 
iloyers start off at opposite corners and the all 
mportant power pill is in the centre. On touching the 
pill you can move faster and walk through the red 

randomly throughout the 

1 — 



opponent. But he must stay away from the walls of 
the mat as those carry a deadly charge* When a 
player has loot all his lives the game b over. Sauank 
a starting display 
mi on roe Atari w* 



x 



1 



t 



I 




5 GOTO 1600 

9 REM **PLAYER MOVEMENTS** 

10 s=STICK(0>:S1=ST1CKU> 

15 IF 5 =15 AND Sl = 15 THEN 19 

16 SOUND 1,80,12,12 ltTO , irc> pmlac+i^ 
19 IF S= 14 THEN Y=Y~ 1 : B=USR (UP, PMBAS+ 10*. 

^ Y ip si=14 THEN Yl=yi-l:B=USRtUP ? PMBAS* 
1280+Y1) 

25 IF 5=11 THEN X-X-SP1 

30 IF Sl^ll THEN Xl=Xl-SP2 

T"* IF SO 13 THEN 45 

B=USR (DOWN, PMBAS+1 024+ Y) :Y=Y+1 

af; IF S 1 < > 1 3 THEN 55 

* B=USR i DOWN , PMBAS+ 12B0+Y1 > : Y1=V 1+ 1 
5 5 IF S =7 THEN X=X+SP1 

g ro,E 1 HPOSp E o:X:POK E + HPaSP.,X 1J saUND 1. 
Ifit FLAG=1 THEN T=T + 1:IF T>500 THEN BO 

63 »**Ut* W>150 THEN g»JB_79 
65 IF PEEK<53252)<>0 THEN 170 
,, , c pppic («v5253>< >0 THEN 200 
£□ IF PEEK (13260)00 OR PEEK (53261 >< >0 t 
HEN 106 

75 f™i < InT <RND<0>*8> + 1 ) Mii -4 = WX= < INT . i* 
S t 2™« , lNT*^(e>«» S PL0T W X, W Y-B:DRA W 

^RE^ ^COLLISION BETWEEN PLAYERS** 
10rt IF PEEK<53260)=4 THEN 150 
101 IF PEEK (53261 > =4 THEN 160 
10B REM ****PL./PL. BIFF . COLL. .*#♦ 
1 09 IF PEEK < 704) =25 THEN 20W 
110 IF PEEK(705>=25 THEN 175 r1 _ r1 _ 

IF PEEK (53260) =2 THEN CB-Ce-1 • CI -CI 
1-POKE 657,13^ C0:POKE 656,0: POKE 657,. 

1 12 IF C0=0 OR C 1=0 THEN 500: GOSUB 300 

120 GOTO 1000 „ 

1«9 REM **CLEAR P3 CHANGE VARS 
' 150 ppi= P Pl + l:IF PP1=5 JHEN SOUND , 
10,10:C0=CO+l:POKE 656,0:POKE 657,1..: CI 

t^FOR Q-PMBAS-1536 TO ™BAS+1 792= POKE 
Q 0- NEXT QsPOKE 704, 25: SP1 =2: POKE 53^7B, 
B-FLAG=ltGOSUB 250:BOTD 10 
Vs9 REM ..CLEAR P3 *, CHANGE VARS.** 
60 PP2=PP2 + l:IF PP2=5 THEN SOUND U£». 
10,10 5 C1=C1+1:POKE 656,0:POKE 657,35.? C 

1a5 P FDR Q=PMBAS+1536 TO PMBAS+ 1 792 : POKE 
Q^0: NEXT Q: POKE 705, 25:SP2-2: POKE 53278, 
e! FLAG=l: GOSUB 2S0:GOTO 10 
*-ra dpm **cnLLl5lON & COUNTER 
m ,F PEEK°704?=25 AND PEEK (53252) =1 TH 
EN POKE 53278,0: GOTO 10 

S C pOKr656r0=POKE VRSR «.«« 30 
" — 



I 



i 



TH 



IB5 GOTO l<X>e 

199 REM «*COLLISION & COUNTER ( 1 ) #* 

200 IF PEEK (705) =25 AND PEEK < 53253) = 1 
EN POKE 5327B,0:GOTD 1© 

204 C1=C1-1:IF C1=0 THEN 50* 

205 GOSUB 300 

210 POKE 656,0: POKE 657,35:7 C1:GOTO 100 
0 

250 FOR C=56 TO 156 STEP 5: SOUND 1-C.10 
10: NEXT C: SOUND 1 , 0, 0, 0: RETURN 
300 FOR C=15 TO 2 STEP -1;F0R Z=0 TO 5- S 
OUND 3,250, 6,C:NEXT I ; NEXT C: SOUND 3,0*0 
, 0: RETURN 

500 REM **6AME OVER ROUTINE** 

501 FUR N-0 TO 160; FOR Z=15 TO 0: SOUND 0 
,240,4, Z:POKE 712, PEEK <53770) : NEXT Z:NEX 
T N: SOUND 0,0,0, 0:PQKE 712,28 

502 IF C0=0 AND C1=0 THEN 7 " THE BATTLE 
IS DRAWN ":GOTO 505 

503 IF C0=0 THEN ? » PLAYER 2 IS THE WIN 
NER *■ : GOTD 505 

504 IF C1=0 THEN ? " PLAYER 1 1 5 THE WIN 
NER 

505 7 "PRESS TRIG TO RESTART " 

510 IF STRIG(0)=0 OR STRIG<1>=0 THEN 150 
0 

515 GOTO 510 

800 FLA6=0 : T~0 : SPl = l : SP2= 1 : X 2= I NT ( RND ( 1 ) 

* 1 4 1 ) +53 ; Y2= INT ( RND < 1 ) * 1 26 ) +45 : POKE 704 

160: POKE 705, 1 60 

B10 RESTORE ( 1 074) : GOTO 1060 

399 REM **F/M INITIALISATION** 

900 POKE 7l2,2a:PPl=0:PP2^0:C0=5;Cl=5-HP 

OSP0=5324B:HFOSP1 =53249 :HP0SP2=53250 

10O0 1 =PEEK ( 1 06 ) - 24 ; POKE 5427^,1 

1010 PMEA5=I#256 

1020 FOR Q-PMBAS+1024 TO PMBAS+ 1 792: POKE 
G f 0;NEXT G 

103O POKE 656,0:SP1=1:SP2=1: X=52: Y=45:X1 
-194;Y1=169: X2-123; Y2=10B: POKE 5327B T 0:R 
ESTORE 

1040 POKE 704,160;PQKE 705,160:POKE 706, 

25: POKE HPOSP0, X : POKE HPOSPl,Xl 

1045 POKE 559,62:P0KE 53277, 3;F0R Q=0 TO 

B : READ F:POKE PMBAS+ 1 024+ Y+Q, P: NEXT Q 
1050 FOR G=0 TO 8: READ P:POKE PMBAS+ 1 280 
+Y 1 +Q, P: NEXT Q 

1060 FOR O=0 TO S: READ P:POKE PMBAS+1536 
+Y2+Q,P 

1065 POKE HP0SP2,X2:NEXT 0 
1070 DATA 0,30,63,45,30,30,51,33,33 
1072 DATA 0,24,60,90,126,60,24,36,66 
1074 DATA 0,24,126,66,219,195,94,126,24 
1030 POKE 53278,0: GOSUB 1 1 00: GOSUB 1130- 
GDTO 10 

1100 UP=AER (UPCODE*) 

1110 FOR I =UF" TO UP+20:READ B: POKE I,B:N 
EXT I: RETURN 

1120 DATA 104,104,133,204,104,133,203,16 

0, 1 , 1 77,203, 136, 145, 203, 200, 200, 192, 1 1 1 2 
08,245,96 



i 




T 



i 



; 
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JO DOWN=ADR ( DOUINCQDE * ) 
1140 FOR I=D0WN TO DDWN+20:READ BsPOKE I 
,E:NEXT I: RETURN 

1150 DATA 104,104,133,204,104, 133,203, 16 

^io* 177f 203, 200, 145, 203, 13&, 136, 192, 255 
,20B,245,96 

14 ?9 REM **6RAPHICS DISPLAY** 

1500 GRAPHICS 7: COLOR 3 

1501 3 "LIVES LEFT=5 LIVES LEFT 

1510 RESTORE (1520): FOR Z=i TO 15: READ A 
, B,C,D:PL0T A, B: DRAWTO C,D:NEXT Z 
1520 DATA 54,4,54,12,14,36,14,44,54,68,5 
4,76,104,60,104,76,34,20,34,44, 104,5^ 12 
4, 52, 54, 44, 54, 60, 54, 20, 54, 36, 24, 44 
2^L ?4, 60, 24, 20, 24, 36, 104, 44, 104, 6 

1530 FOR Z^l TO 24: READ A, B, C, D, E, F: PLOT 

A, B: DRAWTO C, D: DRAWTO E, F: NEXT 2 
1540 DATA 34, 12, 14, 12,14,28,84, 12,64,12, 
64,28,124, 12,144,12, 144,26, 1 24, 2B, 1 14, 28 
,114,36, 104,36, 104,28,94,28,94,36 
1550 DATA 84,36,84,28,44,28,44,52,34,52 
M,52, 14, 6B, 34, 68,64, 52, 64, 68,84,68, 124, 
6B, 1 44, 68, 144, 52, 54, 20, 54, 36, 74, 36 
1560 DATA «?4, 20, 74, 20, 74, 36, 94, 12, 104,12 
\i ^^t^'^^^^^^^^O, 124,36, 134, 
S6, 1 -4,20,54,44,74,44,74,60,94,52 
1570 DATA 94,60,74,60,44,12,44,20,24 20 
24,60,44,60,44,68,84,52,84, 44, 104,44 114 
, 44, 144,44, 144,36, 134,60. 114,60 

76 S ?54 A 72 1 ^' 4 ' 4 ' 154 ' 4 ' 154 ' 76 '*' 4 ' 
1590 GOTO 900 

1600 CLR : POKE 752,1: DIM D* <3) , C* f 32) , UP 
CODE* (21 > , DOWNCODE* <21 ) : TIME=10; POKE EH 
0:G0SUB 1879:G0SUB 1680 
1610 C*U5, 15) =CHRS (22) 
1620 X =(JSR ( ADR < C* > . T I HE ) 

1630 GRAPHICS 7+32: POKE 752, 1 : SETCOLOR 2 
,0, 0 

1640 ? " A SAME FOR THE ATARI 400/ BOO 9 
1642 ? " by" 

1644 ? ■ 6RAEME HUTCHE50N (PRESS 
TRIG) " 

1650 FOR 1=1 TO 750:IF STRIG(O)=0 OR STP 
IG(1)=0 THEN 2000 

1660 NEXT I: POKE 77, 254: GOTO 1600 
1670 REM 

1680 GRAPHICS 23:SETCOL0R 0, 0, 0 : SETCOLDR 

1,0, 14:SETC0L0R 2,0,0: 3ETCQLQR 4,0,0 
1690 COLOR 2:FC0LOR-l 
170O RESTORE (1820) 

1710 READ D*:IF ASC(D*r<64 THEN 1B00 
1720 IF D*="P" THEN READ ROW, COLUMN: SOSU 
B 1 BIO: PLOT COLUMN, ROW: GOTO 1710 

1730 IF D*="R" THEN READ RORIGIN. CORIGIN 
:G0TO 1710 

1740 IF D*="S" THEN READ VOICE, PITCH: SOU 
ND VOICE, PITCH, 10, 6: GOTO 1710 
1750 IF DS="D" THEN 1710 
1760 IF D*=" END" THEN RETURN 
1770 IF D*<>"F" THEN 1710 

1780 READ ROW, COLUMN: GOSUB 1 B 1 0 I POS I T I ON 
COLUMN, ROW: POKE 765,FCOL0R 

1790 XIO I8,#6,0,0,»S:":PLOT COLUMN, ROW: 
GOTO 1710 

1BO0 ROW^VAL CDS): READ COLUMN: GOSUB 1B10- 
DRAWTO COLUMN, ROW: GOTO 1710 

1 N:1etSrN R ° W+R0,?IGIN: COLU ^COLUMN + CORIG 



1B20 DATA R t 15*5 f S*3>2e3 _ 

1821 DATA P, 2,7, 2, 13, 4,16, 6, IB, 8, 19, B,13 
^,6,11,6,9,6,7,10,9,10,13,12,16,14,18,1 

6 19 

1822 DATA 19, 19, 21 , IS, 23, 16, 25, 13, 25, 7 P 
,17,7, 19, 9, F, 19, 11,F, 17, 13,F, 15, 1 1,F, lb, 

1823 DATA P, 25, 13, F, 25, 7, F , 23, 4, F , 21 , 2, F 
,19,1,F,17,1,17,7,P,15,9,F,14,7,F,12,4,F 

, 1O,2,F,0,1,F,6,2,F,4,4,F,2,7 

1830 DATA R, 25, 28, S, 2, 180 

1B31 DATA P, 2,7, 2, 13,4, 16,6, 18,8, 19, 19, 1 
9,21, IB, 23, 16,P,8,7,6,9,F,6, 11,F,8, 13, F, 
19, 13, F, 21, 11,21,9,19,7,8,7 
1832 DATA P, 23, 16, 27, 19, 29 , 1 6, F , 25, 1 3, F, 
25, 7, F, 23, 4, F, 21, 2, F, 19, 1,F,B, l,F,6,^,r, 
4,4,F,2,7 

1S4(> DATA 15, 50, S, 1* 155 

1B41 DATA P,2, 13,2, 19,19, 19,21, 18,23, 16, 
■^5 1 3 25 , 7 

1B42^DATA F ,2, 19, 2 , 1 3, 19,1 3, F, 21 , 1 1 ,2 J ,9 
, 19, 7, 2, 7, 2, 1, P, 25, 7, F, 23, 4, F, 21, 2, F, 19, 

1 F 2, 1 

1843 DATA P, 20, 13, F, 2, 13 
1850 DATA R,25,72,S,0, 120 

1B51 DATA P,2,7,2,13, 4,16,6, IB, 8, 19 19,1 
9 21 18,23, 16,25, 13, P,B, 7,6,9, F, 6, 11, F, « 
, 13, F, 19, 13, F, 21 p 11,21,9, 19,7,8,7 
1852 DATA P, 25, 13, 25, 7, F, 23, 4 , F , 21 , 2, F , 1 
9, 1,F,8, 1,F,6,2,F,4, 4,F,2,7 

1860 DATA R, 15, 94, S, 3, 95 

1861 DATA P,2,1,2,7,B, 13,2, 13,2, 19,^5,. 9 
,25, 13, F, 19, 13, F, 13, 7, 25, 7, F, 25, 1 , F , 1 , 
2,7,9, 1 3, F, 2, 13 
1B70 DATA R, 25, 116, S, 2, 70 

1871 DATA P, 2,1,2, 7, 11, 7, P, 19,19,1^,14,8 
,19,2,19,2,13,F,B,13,F,11,7,P, 19, 19,25,1 
9,25, 13, F, 19, 13, F, 16,7,25, 7 

1872 DATA 25, 1 ,F,2, 1 
1B79 DATA END 
1EB0 RESTORE <1910) 

1890 FOR 1 = 1 TO 32: READ C : C* ( I ) -CHR* < C ) : 
NEXT I 

1900 RETURN ■ ^ 

1910 DATA 104,104,104,72,162,57,160,0,17 
3,0,210,101,20, 141,22,208,141,10,212,136 
, 208, 242, 202, 208 , 237 , 1 04 

1911 DATA 56,233,1,208,228,96 
2000 FOR IM=0 TO 3l SOUND N, 0,0,0: NEXT N:S 
RAPH1CS 0:POKE 82, 2: POKE 710,210:2 '*>":? 

a SDUONK " 

2O10 ? I s ? " SQUDNK is a two player batt 
le game set in a maze. The players are s 
ited at opposite corners and "5 
2015 ? "the Power Pi 11 in the centre. On t 
ouching the Pill youmove faster and can 
walk through RED walls, which"* 
2020 ? " appear randomly throughout the g 
ame. Touch 5 Pills and you gain a life-Wh 
en coloured red you can kill" 
2025 ? "your opponent by touching lnm.lt 
"you touch any wall you also lose a li* 
e- H 

2O30 ? "The Pnwer Pill only has a iimite 
d effect and aUer a certain time it 

is repositioned in the maze."; 
2O40 ? "Two Power Pills may appear an 
d either can be used. When a player ha 
s lost all his lives the game"; 
2050 ? " is over." 

2060 ? :? :? "PRESS TRIG. TO START " ; GOTO 
Z>\ 0 




Once again, Killer Gorilla holds captive a 
young and beautiful heiress. Is the age of 
CHIVALRY dead? Answer the maiden's 
cries for help and scale the ironwork 
tower. Race along Girders, Climb 
Ladders, Jump Gaps, Leap onto 
moving Elevators and Career along 
Conveyors. Dodge or jump the 
rolling barrels or grab a hammer 
and smash a few. Watch out for 
the fireballs and iron beams 
hurled with animal passion. 
Sensational full feature machine 
code arcade game with four 
phases, increasing difficulty and 
speed, bonus points and the highest 
standard of graphics yet * 
achieved on the BBC micrp^? 
Only f&S^-fa. * \ 




Ol tar prnyra ms. available Swoop (8) £6 9b ' 
Croaker <B1 £6 95 Che« <B> £6 » L*s*r 
Command (B\ £6 96 /Galactic Commando* 
{B| £6 95 /Filer £fl SS/Timetrefc IB! £6 .95/ 
M«to Budge! E6 95/1Vloonr«irJ*r IB I £6 95./ 
Barrage |B| £6 9fi/B#ebmon (8) £6 95.'Th* 
Labrynthe of La Cosh* <B\ £6.95.' Or aw TBI 
£B,9S/Wi>rld r„ N >i f rrtphy |B)f&.9S/ 
Spaceman ^ E3 1 £5 95.'rmirichyrT>an £5.95/ 
See* L'5 95 /Eldorado GoKl im C$.95/ 
Disassembler C5.95/ConsteUation IBI £5 95 
Jumui Mams PacM6) f5.95/W»iera? (Bf 
fS.95./Pa inter j Bl HS.SS.'Chemi&try IB) £5.95.' 
Physics \B'\ £5,95 /Caveman Adventure 4B) 
fS.9S7 Astra Navigator IB) £4.95/StartrH* C4 95 
H#v#rsi 1 f4 95/Fevarsi 2 |Bl ("4 .95 .' Rfi u len* (Bl M 
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10 REM <"HC!EDft--> 
20 REN (C)19S3 TERRY IRWIN 

30 REH lit TI BASIC FOR THE TI99/4A HOHE COMPUTER 

40 RESTORE TO 
50 FOR 1=1 TO 5 
AO READ M,HOT£ 
70 CALL SOUND (DUfi, NOTE, 0) 

90 Nf.XT I 

?0 DATA 330 r TOO r 330 f 986, 330 , 7B4 P 33*, 392 f 990 T 5Bj 
100 CALL CLEAR 

110 INPUT "BO YOU WANT INSTRUCT IONS?":!)* 
120 IF SEGttlfV^i^r THEN 140 
130 IF 5EGS<Qt,lvl><>" N " THEM 110 ELSE 
140 GOSUB 4050 
150 CALL CLEAR 
160 GOSUB 3040 
170 GOSUB 3220 
180 TS=0 
190 HE7=0 

200 shd^o 

210 HITS=0 
220 D£AD=0 
230 CALL SCREENS 
240 CALL C0L(KU,5,5) 
250 CALL C0l0R(3, 14,14) 
260 CALL C0L0R(4,lc,t4> 
270 CALL C0LQKU3 f lo,D 
230 CALL CDL0flU4,9,i) 
290 CALL CQL0Rt9 t 2,U) 
m CALL COL DM 10,2,5) 
310 CALL COLON 11,2,5) 
320 CALL C0L0R(12,il,5) 
330 CALL C0LQ*(8,i4,H) 
340 RANWMZE 
350 RESTORE 410 
340 FOR I=9t TO 122 

370 IFa I>9i ) # ( K96 ) )+ ( il>99 ) m ( K1D4) > 
m READ At 
390 CALL CHAR U , A* ) 
400 N£XT I 

420 DATA FFFFFFFFFFFFFFFF , FFFFFFFFFFFFFFFF ,FFFFC3C3C3C3FFFF , F 
F9999FFFF9999FF ^ Ff E7E7C3C3E7E 7FF T JlOCO F0F05 r BFFFF 7F 
420 DATA 01041E3CFCF8FOFO,7F7F3F3FlFlFFl>Fe r EO£&EOfOF8FCFE7F f e 
040783C3F1FOFOF,0103070F1FFFFFFI- 

430 DATA 0707070FlF3F7FFE,FEFEFCFCF8F8BFlF,lalB18LSlB191B18 t C 
0F0FCFFfCFfl»8t8,030F3FFF3FlFlBia 

440 DATA 18181818ieieiFlF r ieiei8ieiai8F8F8 r FCF0E0COCO[:39rFF T 0 

080:U81C387»;7FF , 1F07070383E IFf F! : 

45* DATA 0I02040B307OE040,8O4020100COEO702 l W000FF 

440 REM CITY OUTLINE 

470 CALL HCHARt 23,5,96,24) 

480 CALL HCHAtf(24,4,9U 

490 CALL HCMR(24, 29,96,2) 

500 CALL HCHAR(24 r 5,91,24) 

sio call mmm f ^9? f 2) 

520 CALL UCNAR(2i,5 r 97 f 2) 
530 CALL V0WR(2i ,4,97,2) 
540 CALL WCHAft(17,9,97 r *> 
550 CALL VCHAR<20, 11,97,3) 
560 CALL VCrtAR(2Q v 12,97,3) 
570 CALL VCHAR{20,13,97 t 3) 



BY TERRY IRWIN 




And now for the weather forecast. Heavy meteor 
showers will spread from the West towards even- 
ing and will cover the entire city area by mom 
ing . . . Heavy weather indeeed? And for you, the 
commander of the city defence systems this fore 
cast means a busy time ahead. 

To fend off the meteor showers yon are armed 
with missiles and a defence shield which covers 
the city area. Only one missile can be launched at 
each meteor, and they are programmed to explode 
near the falling lumps of rock — a direct hit may 
not destroy a meteor. 

You may use your defence shield for periods of 
just 10 seconds at a time — which gives you a 
chance to stop the destruction of your city should a 
meteor slip past your missiles. 

If enough meteor? get through to penetrate the 
city foundations then the nuclear power plant will 
explode wiping out the entire population. There are 
three skill levels and our review team said that 
even the first is very difficult. The graphics are 
excellent and — be warned — the game is very 
addictive! 
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580 CALL mwtm,i 4i97 31 

m call mmw I J'J 
M call wwris is E'JJ 

*» CALL UCWMCiS 2i „J 

CALL WWM g 1 '?'?! 
W CALL W«R(J4 (4 « J, 

call Kmn4 B 9 B 9) 

W CALL ^(u'i'J'J 

m CALL WMRd-j/jB* 

£ CALL WH«a4 25 9 8 4 
W CALL WHttu S'f J 



330 CALL UCHAR(17,3 t 112,3> 
840 CALL VCWR<17 P 31 9 11? P 31 
850 CALL VCHAR(20 T 3,99,5) 
SAO CALL ytf*AR<20, 31,??,5> 
870 CALL UCHAR<12 f 2pll2 t 4> 
880 CALL VCI«R<l2 ? 32,112 i 4) 
TO CALL VCHMU6 f 2 f U5) 
900 CALL MCHAR<14,32,116) 
910 CALL VCHAR(11 T 2 P 113> 
920 CALL VCHAftf 11,32, 114) 
930 CALL VCHARU5,3,104) 
940 CALL MCHAR( 15,4,105) 
950 CALL UCHARU6,3 T 104) 
940 CALL YCHARU6,4 T 107* 
970 CALL VDMtt(15,30 p 10a; 
980 CALL VCHARU5,3i,t09) 
990 CALL VCHAft<U,30,llO> 
IO00 CALK VCHARM6 f 3i r lil) 

ioio rem mm 

1020 CALL CHAR 
tl30, ,t O04B3410BE964i22 fl > 



1030 CALL CHAf((133 J ' , 00003030 H ) 
I 1040 CALL CHAM 134, "00000C0C"> 
1050 CALL Citiftt 137, "000000003030") 
1040 CALL CHAR(138,"000O00O0OC0C") 
1070 CALL HCHAR(24,6,48,4) 
1080 CALL HCHAM 24 r 25, 48 r 3) 
1090 H=0 

1100 FOR X=28 TO 5 STEP -1 
1110 CALL SOU*0 

< -500,230,30, 500, 30 , 1000 , 30,~ B, M ) 
1120 FOR U134 TO 137 STEP 3 
1130 CALL VCHAR(29-X,X,n 
1140 NEXT T 
1150 HY=29-X 
1140 CALL NEno p K v 5> 
U70 COQE-l 
U80 IF 3=0 THEM 1210 
119* IF 1MB THEH 1200 ELSE 1210 
1200 GOTO 2680 
1210 CALL YCHAR<29-X,X,32> 
1220 CALL CCHAR<30-X,X-l f I» 
1230 IF JKn THEN 1460 
1240 IF D>9& T>€W 1440 
1250 DEAL)=DFADtlOO 
1260 GOSUB 4200 
1270 IF 0=97 THEN 1310 
1200 CALL VCHAft(3<Ht,X-l f 130> 
1290 CALL VCHAf?(30-X,X-l,H7) 
1300 GOTO 1376 
1310 Y*30-X 
1320 m-i 

1330 IF «Z=9)*((Y<23>ttYM4>» 

THEN 1350 

1340 GOTO 1290 

1350 CALL WCHAfitY,Z;i30i 

1360 call wma f i t m 

1370 CALL SftJKM-B0O v -7,O> 
1380 FOR KUYM TO 200 
1390 HEXT DELAY 
1400 IF HM)=23 THEH 3440 
1410 HET=H£T+l 

1420 IF NET>=HETEOf? TfO 3420 
1430 GOTO 1470 
1440 CALL SOUlfiH -300, -7,01 
1450 CALL «CHAfi(30-X,X-l t 130) 
1460 NEXT X 

1470 fm F=l TO lOifttU 
1460 H=0 
1490 SHD=0 
1500 HET^HET+l 

1510 IF H£T>=#ETECft TIO 3420 
1520 X=INH28«ftM) 
1530 IF X<5 THEM 1520 
1540 FOR f*l TO 24 
1550 CALL SOUND 

(-500,250,30, 500, 30, 1000,30, -fl f 27-Y> 

1560 FOR T=133 TO 137 STEP 4 
1570 CALL VCHAR<Y,X,T) 
1580 HEXT T 

1590 IF (S*fl)>0)*tSHD<5> THEM 2970 
14*0 KY-Y 



[ 

or 
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NOW AVAILABLE FROM W. H. SMITH & SON 

AND JOHN MENZIES 




A splcfacular 3-Urnazei. 
dd venture for the 
40K Spectrum 

RICHARD SHEPHERD 
SOFTWARE 



TRANSYLVANI AN TOWER 

A spine chilJfng adventure . enter via the dungeons 
navigate your way through 500 3-D roorm survive 
swooping vampire bats ,., reach the terrifying top ... a 
nd the world o' the evil Count Kreepief g^^e 
Can you survive the :cp of Ine Tower ? f]^~? 
Full save routine for u r e during the hours " V 
of da; kness' mSV^S* 11 
48K Spectrum, £6.50. Sk\ s /wM 




Afso av*»i latite by niaif order jlflC 

SHIP OF THE LINE f ^ 

Command, a ^af I fng ship , juggle your g^jU 
supplies, crew and firepower fearlessly 
battle your way up the id mi r airy ladder, bribe 
Sea Lords as necessa.y until you make First 
Sea Lord! Full save routine 48K Spectrum £6,50 



An odventurous game of 
strategy ond planning for 
the 48K Spectrum 

RICHARD SHEPHERD 

SOFTWARE 



EVEREST ASCENT 

Conquer the world 's highest peak in defiance of an the 
obstac les, men and nature can throw at you ... survive 
avalanches ... cross bottom J ess crevasses ... cope with 
wayward Sherpas — but don't run out of supplies? 
Full save routine. 48K Spectrum. £6.50, 
Also available by mail order 

SUPER SPY 

'TBt A global spy chase through complex puzzles, 
--ylj^^L coded messages and 3-D mazes. Follow Dr 
i^Trfi^L Death 's trail ... locate his secret island . .. discover 
• 3^the entrance to his Jair but it doesn't end 
there f A different solution every game. Full 
save routine. 48 K Spectrum £6.50. 



PHE 



SOFTWARE 



[Jr.tim Get tp/OUS tW our*! 1 . .w.iiMtUi' 



Credit Card HotNne? A 1 107 



All prtkjf.irm .iri* IfM Mjt>|*i \ Cii the inriTJUiun E? u^T iew ^ -toe Qy ifcrfy ijI IMdt o* 



I 



DISCOUNT: 



BUY TWO GET E 1 Of* 
BUY THREE GET O OFF 
BUY POUW GET O OFF 



AU«tCES IMCLLJDf 

HAT A FIRST C LASS UK POSTAGE 

OVtT PSEAS ORDERS ADD 1 E MAIL 



4BK EVE* EST ASCENT 


Kt6.5Q 




wkttw^vawantowis 


vCfA.50 


£ 


Mcsunifspr 


■ttt.50 


E. 


-MKIHPOFIHELMC 


■eu.50 


1 


OCAl£ff PACK 




1 




DISCOUNT 




TOTAI 


t 



,i 1 1 mckas* cash/cheque/P O. pay*Mr Er> Rtc; rwd S/irfih** a Voftw« 
0) Detwt my ACCESS/ VISA Card No 

wtfl tht sum of E , „„ ,-,,, ,.. - „^„ Signature 

NAME ADOttESS 



SEND IMMEDIATELY TO RCHARD SHEPHERD SOFTWARf 
FtiEEFCST |rw stamp nwtJedl. MAIDENHEAD. BERKS. 4lA 




1610 CALL K£Y(D I X I 5) 
1620 C0&£=2 
1630 IF S=0 THEM 1710 
1640 IF K*48 THEN i650 ELSE 1660 
1*50 CflTD 2680 

1660 IF HM9 THEN WO ELSE 1680 
Lift GOTO 2410 

1600 IF K=50 THEM 1690 ELSE 1710 

L690 TS=TSU 

1700 GOTO 2970 

1710 CALL WHAft<Y,X,32> 

1720 CALL CCHARmi,X,D> 

1730 If IK96 THEM I960 

1740 IF M22 THEN 1810 

1750 IF DM16 THEN 1940 

1760 DEAD=DEAD+3O0 

1770 CtJSUB 4200 

17B0 GOSiB 4200 

1790 GflSUB 4200 

1900 GQTO 1840 

1610 CiU VCHftft<Y+l,X,l30J 

1820 CALL VCHARmi t X,32> 

1830 GOTO 1870 

1840 CALL VCHAftEY+l,X,130 r 2) 
1B50 CALL UCHA«(Y+t,X,32) 
1B60 CALL VCHAR(Y+2,X,US) 
1870 CALL HCHARt 11,3,32,29) 
1830 5HD=0 



1900 FOR DELAY*! TO 300 
1910 NEXT DELAY 
1720 IF <M)>=22 THEM 3640 
1930 GOTO 1970 
I MO CALL SflUHDt -300,-7,0) 
1950 CALL ytHAJ?(Y+l,X,130> 
I960 NEXT Y 
1970 NEXT f 
1990 H=0 

1990 FOB X*5 TO 28 

2000 CALL SOUMDf-500,250,30,500, 
30,1000,30, -8,31 -X) 
2010 FOR M33 TO 138 STEP 5 
2020 CALL VfflAR(JM,X,T) 
2O30 NEXT r 
2040 HY=X-4 
20S0 CAI1 KEYfO,K,S) 
2060 CODE-3 
207O IF S=0 THEM 2100 
2080 IF KM? THEM 2090 ELSE 2100 
2090 GOTO 2410 
2100 CALL VCHAR(JC-4,X,32) 
2110 CALL CCHAfiCX 3 P X+1 P D) 
2120 IF D<96 TON 2330 
2130 IF 0>9B THEN 2310 
2140 D£AD=D£A&+100 
2150 GOSUB 4200 
2160 IF 0-97 THEN 2180 
2170 GOTO 2210 
2180 Y=X-3 
2190 Z=0(+l 

2200 IF ((Z-23)*(Y=22J)>(((2=24) 
+ (Z-25n*((Y<23>i(Y>17J)> THEN 2240 
2210 CALL VCHAR(X-3,X+1,130) 
2220 CALL MCHAR(X-3,X*i.im 
2230 GOTO 2260 
2240 CALL VCHAftCY, 2,130) 
2250 CALL MCHAR(Y,Z,98> 
2240 CALL SOUND (-800, -7,0) 
2270 FOR DELAY=1 TO 200 
22flO NEXT DELAY 
2290 IF (X-3)=23 THEN 3640 
2300 GOTO 234D 
2310 CALL BOW0(-300 r ?,O> 
2320 CALL VC:iAR(X-3,XM, 130) 
2330 NEXT X 
2340 C-lOuRNJ) 
2350 fc« 
2340 N£T=HEr+l 

2370 IF HET>-HETEOR THE* 3420 
2380 IF C<1 THEN 1100 
2390 IF C<6 THE* 1470 
2400 IF C<=10 THEN 1990 
2410 IF H=l THEN 2420 ELSE 2430 
2420 ON COSE GOTO 1210,1710,2100 
2430 FDR L=l TO 13 STEP 2 
2440 CALL SOU*fl(-iO0O, 1000O, 
L,5000 f 5+L,-i,5+L) 
2450 CALL VCHAA(15-L,4*L,120> 
2460 CALL GMftU4-L ? 5+L,g) 
2470 CALL GCHAR(14-L,4+L r R> 



2490 IF QM27 THEN 2590 
2500 IF R>127 THEM 2590 
2510 IF (15-LXHY THEN 2520 
ELSE 2540 
2520 TESM 
2530 GOTO 2590 
2540 IF L=13 jm 2590 
2550 NEXT L 
2S60 N=MM 
2570 TEST=0 

2580 m CODE GOTO 1210,1710,2100 
2590 CALL SOLJNBi -500,-6,0) 
2600 CALL HCHAft(14-L t 4+L, 130,2) 
2610 CALL HCHAft(14L,4tL,32 t 2> 
2620 IF TE5T=1 THEN 2560 
2630 IF L=13 THEN 2560 
2640 IW 

2650 H1TS=HITSH 
2660 GDSUB 4090 

2670 ON CODE GOTO 1 470 t 1970,2340 
2680 If rt=l THEN 2690 ELSE 2700 
2690 DM CODE GOTO 1210,1710,2100 
2700 FQft 1=13 TO 1 STEP -2 
2710 CALL SOUND (-1000, 10000, 13-L, 
5000,1B-L,-6,1B-L> 
2720 CALL VCHAft(l+L,16H_,l21> 
2730 CALL CCHAft(L t l5+L,Q) 
2740 CALL GChAR(L,l6+L,R) 
2750 CALL YCHARU*L,16+L,32) 
2/60 IF g>127 THEN 2U60 
2770 IF fc>127 THEN 2860 
2/80 tF U+LKflY fHEM 2790 ELSE 2810 
2790 TEST=1 
2300 GOTO 2860 
2810 IF L«l THE** 2860 
2320 NEXT L 
2B30 H=H+l 
2840 TEST^O 

2650 m CODE GOTO 1210,1710,2100 
2860 CALL SOUKD(- 500,-6,0) 
2870 CALL KCHARd, 15+L, I30 f 2> 
2880 CALL HCHAfl(L,i5+L,32,2> 
2890 IF TEST*1 THEN 2830 
2900 IF L*l THEM 2330 
2910 HITS?HITS+1 
2920 GOSUB 4090 
2930 K=0 
2940 AETMfETH 

2950 If HET>=HETEOR THEH 3420 
2960 ON CODE GOTO H70, 1970,2340 
2970 IF {TS=10>M5HD=0> THEH 
2980 ELSE 2990 
2980 CALL SOUNDt -500, 1000,0) 
2990 IF TS>=11 THEH 1710 
3000 CALL HCHAftUl, 3,122, 29) 
3010 SHD^SHDU 
3020 IF SHD<4 THEN 1710 
3030 CALL HCH«Ul T 3 t 32 f 29> 
3040 SHB=0 
3050 GOTO 1710 
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' SITUATION — YOU ARE 
DEFENCE SYSTEMS/' 
MISSION TO DEFEND 



IN CONTROL OF YOU 



f V FDR 

FOR 



AGAINST A METE 

LEFT SILOiPRES 
SHIELD/ 1 



U 2 -LASER CON 
(KEYS Oil)/' 
CITY fKEK 2>." 

1, DULY i KISS 

(IF ft VAIL ABLE! 



3060 PRINT 
R CITY 
3070 PRINT " 
OR STORM/* 

3DB0 PRINT " CONTROLS- PRESS 
S'0 T FOR RIGHT SIL01PRESS '2 1 
3090 FOR DELAY=1 TO 3OO0 
3100 NEXT DELAY 
3110 EQSUB 4050 
3120 PRINT " EQUIPMENT- 
TROLLED NUCLEAR MISSILE SILOS 
3130 PRINT ,l 2. MAGNETIC SHIELD ABOVE 
3140 GOSUB 4050 
3150 PRINT 11 LIMITATIONS— 
ILE CAN BE LAUNCHED AT EACH METEOR/' 
3160 PRINT '*2. THE SHIELD CAM BE USED 

FOR 10.3SEC. BURSTS(MAX)." 
3170 PRINT "3. A DIRECT HIT ON A METEOR KAY NOT ALWAYS 
D I ST ROY IT- MISSILES WE SET FO EXPLODE/' 
3180 PRINT "'NEAR THE METEOR FOR MAXIKW DESTRUCTIVE PO 
NER/* 

3190 PRINT "4, IF THE CITY FOUNDATIONS ARE PENETRATED 
THEN HS NUCLEAR POWER PLANT WILL EXPLODE." 
3260 RETURN 
3210 G0SU3 40' jO 

3220 PRINT "SELECT LEVEL 1,2 OR 3 
! ! 2-MODERATE STORM! ! 33-HEAVY STORK." 
3230 GOSUB 4050 
3240 CALL KEY(0,K f S) 
3250 IF S=0 THEN 3310 
3260 IF K^49 THEN 3350 
3270 IF K=50 THEN 3370 
3280 IF K-51 THEN 3390 
3290 IF K<49 THEN 3240 
3300 IF K>51 Tt€N 3240 
3310 FOR S=0 TO 30 STEP 2 
3320 CALL $<WND(10,110t(S+i ),S) 
3330 NEXT S 
3340 GOTO 3240 
3350 METEOR*50 
3360 GOTO 3400 
3370 HETEOR=100 
3180 GOTO 3400 
3390 METE0R=150 
3400 CALL OiiAR 
3410 RETURN 

3420 PRINT "THE CITY IS SAFE -GOOD MOMS!" 
3430 CALL C0Lm(8 f 2 t L) 
3440 CALL CQL0R(3,2 t l> 
3450 CALL CGL0R(4,2 f U 
3460 PRINT 

3470 PRINT "TEOPLE KILLED! i 11 ; DEAD 
34J30 PRINT 

3490 PRINT "METEORS INTERCEPTED! !";MT 5 
1500 PRINT 




[5570 IF Vt=84 \m 3W 
3580 IF K<B3 THEN 3540 
35^ IF K>B4 THEN 3540 

3600 FOR S=0 TO 30 STEP 2 

13*20 NEXT S 
3630 GOTO 3540 

3640 FOR W TD 10 A t 1A11 
3650 CALL »tf(W»WA' ' I 
3660 CALL fl»(i»,4«,»p-ii wl 

3670 NEXT R 

3680 CALL S0»t«00 t -7p« 
3690 CALL SCRE8K5) 
3700 CALL CflL0Ri9 t 2,2> 
3710 FOR oaAY-l TO 90 
3720 NEXT KLAY 
3730 FOR X=7 TO 10 
3740 IF X=8 THEN »0 
3750 CALL CtlORC9 T X p X> 
3760 CALL COLORtllt*»* J 
3770 CALL CQLORUO,X,X) 
37S0 FOR DELAYS TO 90 
3790 NEXT DELAY 

3S10 CALL CQLDMB, 16, 14 J 
3a» CALL C0L0Rt9 t U t Ul 
3B30 CALL CQL0RUl,lM* J 
3840 CALL C0L«UO f 16|l« 
13850 FOR DELAX=1 TO 90 
3510 PRINT 'TERCENTAGE HIT! r ? H IT 5t 100 /METEOR;"*" ^ ^ mW 

PRESS T TO 3670 CALL ^ 
3830 CALL GflKKtt,i4|W 
3990 FOR T-0 TO 30 STEP 2 
3W CALL aiWDl^W-- 7 !" 
3910 NEXT T 



3520 PRINT 

3530 PRINT 'TRESS V TO START 
TERMINATE'* 
3540 CALL KEYtO,K,S) 
3550 IF S=0 THEH 3400 
3560 IF K=B3 THEN 40 



3930 CALL COLORIBAH) 

3940 CALL C0LUR(3,2 f 16) 

3950 CALL C0U»(4,2 i H> 

3960 mm "TOUR CITY HAS 
BEEN DfSTRDYED" 

3970 GOTO 3490 

39BO FOR S*0 TO 30 STEP 2 

3990 CALL SOUND (-50, 230- ( 4*5 ) ( 

3fl-S,230O(40*S> r S) 

4000 NEXT S 

4010 FOR 5=0 TO 30 STEP 5 
402O CALL S0UND<200,U0 f S> 
4030 NEXT S 
4040 END 

4050 FOR A=0 TO 30 STEP 5 
40*0 CALL S0lND(-?9 > 698 J A l 1924 r A> 
4070 IffXT A 
4080 RETURN 

4090 CALL GQWt(24 t 27,S> 
4100 IF 3=57 THEN 4130 

4110 CALL HCHtt(24 f 27 f 5*i) 
4120 RETURN 

4130 CALL GCHAR(24,26,S) 
4140 CALL HCWR(24 t 2/,4B> 
4150 CALL HCHAR(24 i 24 p S+l) 
4160 IF S-57 THEN 4 ISO 
4170 RETURN 

4150 CALL HCHAR(24 I 25 T 49) 
4190 RETURN 

4200 CALL GCHAR(24,7 t DD> 
4210 IF M=5? THEN 4240 
4220 CALL HCHAR(24,7 f DIHl) 
4230 RETURN 

4240 CALL GCHAR{24,A t DD > 
4250 CALL HCHAR(24 f 7 r 46) 
4260 CALL HCHAft(24,6,DD+n 



,3920 CALL CLEAR 
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LLflfTlflSCIFT!! 



MORE THAN JUST A PRETTY PACKET I 



LLAMASOFT 
prvst'iils 



MATRIX (GRIDRUNNER 2) 



MATRIX 




FOR ViC-20 (8K) and Commodore 64 

Jeff Minter has taken Gridrunner — the game that topped 
bestseller charts in USA and UK — and created an 
awesome sequal — MATRIX. 

Graphically superb, it features multiple screens, new 
aliens and attack waves, mystery bonuses, renegade 
humanoids, deflexor fields, diagonal tracking, count- 
down/panic phase and much t much more, . . 

Packed into 20 mind-zapping zones and accompanied by 
incredible sonics* 

N.B. MATRIX REQUIRES A JOYSTICK 



FOR VIC-20: E6.00 



FOR C64: £8.50 



MATRIX ENTER THE ZONE OF EXCELLENCE 

LLAMASOFT SOFTWARE 
49 MOUNT PLEASANT, 
TADLEY, HANTS. 
07356 4478 



LASERZONE (8K + ) NEW J 

Destroy the onconung ALIENS with you* TWO independently cofllrollwl \iifm bases' 
Lunge tor (fie ELECTRO button and blast your ertamies into expanding clouds at 
SPACE JUNK 1 An exhilarating and totally original name with a unique system at control 
from a standard poysfjc* A mere EG .00 - SOp PAP 

ABDUCTOR J 

A class*: new space gams! ZAP ths swirling alien hordes bates they ram you — and 
abduct your humanoids 1 Survive me assault for long enough and you'll get an etfra 
stage on your spaceship with double firepower* Awesome u^expanded Vic Action, 
rfi 00 - SOp PAP 

GRIDRUNNER J 

Frnallv true arcade gustily on the unexpandad VlC" Shoot dawn the segmented 
DflOIDS invadmg tna grid Beware of the pods and jappers' The awsome speed, 
sound and graphics, o ve's you Ihe best blast available for unexpended Vic £5.00 - 50p 
PAP. 

ANDES ATTACK (8K) J 

Vour spacecraft must attack tfte descending aliens and trustrate iheir evil iment, Fly 
your Ramjet tighter over the Andes mountain range and protect your llamas trom 
kidnap by hostile UFOs. Features 5 kind* or Uf O. control include up. down, reverse 
'ire. Itirupsl and smart bomb Entirety in machme code, Requires 8K e*pan&ton and 
joysbek. £8.00 I SOp Pi P. 

TRAXX M C (8K + EXPANSION) J 

This is VIC 20 cross breed between the now lamed Packman and the game Quix . AH 
m roeetilne code. fast and lun wtlhjoystick controls, uses Hi-Res odour graphics. flK or 
larger e*par*s»an needed Only £6.00 - 50p PAP complete with instructions. 



THE VERY FIRST COMMODORE 64 GAMES 



ATTACK OF THE MUTANT CAMELS J 

Plana? earth needs you 1 Hostile aliens have used genetic engineer mo to mutate camete 
hem normally harmless beasts into €0 toot high, nautronhjm shielded, laser-spitting 
death camels!* Can you fly your tiny. Tianoeuvrable lighter Over me mountainous 
landscape to weaken and destroy Ihe earned before they invade the human strong- 
rviidi you must witnsland withering laser fire and alien UFOs. Gan*o action stretches 
over 10 screen lengths and features superb scrolling scanner. 1 ? playe' actions and 
unbelievable animatan! Play this game and you II never ba able to visit a zoo again 
without getting an rtchy trigger Nngeri Awesome mc action 1 cb.SQ - SOp P*P 

ROa-64 K 

Rok is a challenging game involving the defence ot your lunar base from a deadty 
meteor shower moj{-04 intrudes amazing sprite graphics displays and spacy sound 
affects, and an awesome mofhership' display II you win the game Top 10 scores are 
tabled along with their names. This program shows just what can be achieved using 
arty Commndrjre-64 basic. Study Ihe listing and loam ho* lo yse Sprites and SOund on 
this outstanding machine. te.Sfi + SOp PAP 

GRIDRUNNER 64 J 

The No, 1 best game 1or the Vic has been improved for your COMMODORE 04* 
Gndrunner is a smash hit in the USA. Now experience the lightning-lasl challenge of 
the grid on ttw 64 Features, 31 skis levels and excellent sound and graphics. Sore 
trigger finger free with every game 1 £5.00 » SOp PAP 

J = JOYSTICK CONTROL 
K = KEYBOARD 



PLEASE ADD 50p TO ALL ORDERS 



GRAPHICS CREATOR (16K) 

Nol just another character editor Allows you to define not only the 21 user definable 
characters Also allows you to change (he entire 96 character ASCII set Creates 
BYTES Was ready for you to toad into your own programs Include* advanced Reflect, 
Invert. Field commands etc. Complete with lull documentation. Bin the BIN statement 
and use Graprwcs Creator with Us easy on-scrfi*n cursor wjrling £2,95 ■ SOp PAP. 

BOMBER (16K) K 

Yes, a full leature version of the popular game Bldz supplied lor the 10K or 4BK 
Spvctrum For only £2,95 - SOp P* p 

HEAD BANGER (48 K) CHZ1 K 

Colourful new game starting Chico ihe hiadb anger who you must g^s to ncr-es 
it- rough an increasing shower of heavy metal. Gam bonuses for neadhanging but be 
sure to take an asprm when the pain gets too muehl Baste + n\ c lo speed up ad ion 
Great graphics, nice animation. Will even dnve William Stuart system s voice synlhesrs- 
er to produce speech output- Can you attain the grade ot Rocker Class One or will you 
be Barry Manilow Class E ? Start headbanging ic~day and lind out £* 35. 

SUPERDEFLEX (46K) CQj3 K 

Bounce Sid', the space invader, around (he screen into iha power pods. Keeping away 
of course from the devil who chases you around the screen Sioer with your DeUe* 
Shields, bul beware ihe mmas or you n*ay be buned alive' Superb graphics and 
lantasl.t Murnl on 1he 4SK Spectrum only Only £4,95 on cassette I SOp PAP. 



ATARI 400-800 



GRIDRUNNER 

Now play the best selling VlC'C64 game on 



your ATAPl 400 800 Any memory sue 




|1$-40K). Basic cartridge not required — 100% machine coda aulctjool tape Play this 
awesomely last and addictive game on your Atari For only EH.50. 

TURBOFLEX K 

Supefb ultra-last and totally new ban game. Uses ATARI * uniojue leatures lo the tun. 
Incorporates superb colour sound effects end uses Player Missile graphics Tabtes tap 
to scores along with Scorer's name. £6 00 - sop p*P. 



2X81 



CENTIPEDE f16K) 

The ORIGINAL game Irom the ORIGINAL author This is the identical program to that 
being sold by other companies for three times our pnea. The game has received 
ecstatic rem«ws in the computing press Program has 30 speed levels and ever 
increasing Centipede hordes. Tables 1op • 0 scores end names Why wart to pay more 9 
Only CI .95 - 50p P5P 



LLAMASOFT SOFTWARE 

Dept CVG N 49Moun1 Pleasant .Tactley , 
Basingstoke Hants. RG26 6BN 
fadl*y 07356 447 3 
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C&VG SOFTWARE FORM 

Have you written a games program which you feel is just you send us, including the cassette itself , 
right lor C&VG? II so we have come up with a form to ensure This form will merely help us to keep a check on your 

that we can lest it out and give you our views on it, as game as it goes through our testing process and make sure 

quickly as possible we have all the information we need to present if properly in 

We would prefer a tape and listing but can work from just the magazine 
a tape and will return it to you if it doesn't find its way into II you don't wanl to cut up the magazine, we will accept 

the magazine. We will also need an additional sheet photocopies or close copies of this page. This lorm will be 

explaining the game and its theme. And any documentation appearing regularly in C&VG issues from now on. 
like lists of variables or how certain routines are working. Remember we pay £10 for each listing published and you 

would be of great help to beginners. Please make sure that could win our Programmer of the Year Contest where we will 

your name, address and the program name is on everything try to turn the winner into a best-selling games author. 

Program name. T ...... . , 



. , . . « 



Machine 

makei . . . . . , Model , . , . , 

Other models it Number of K 

should run on] . . . . . needed to run it 



Other equipment (Joysticks, Extended 



+ + + *.,.m t *t,,,ii ht ,, tt *t 



■ Christian Sur- 
Author S name: name: 

Address. ,..,*••.,>.,->*.«-,****.<.**».».•«« 



■ 



......... i. i. + 4 •' > > «-.■•«»»<«•«+ + ♦ * .. r r ........... ^ , 

Tel: Date: 

. (If original 







Type of game: 

Loading instructions: 



■ ■ ■ ■ ■ ■ ■ ■ ■ ■ ■•Ik*-lff*lt* + tl1f l ffll4llll 



_ ,■ (If not included 

Game instructions: in tne listing) 



. . . . . 



■Office use only 



Date received: 

Acknowledgement sent: 

Name of 

evaluator: 

Date sent out: 

Date due back: 

Needs to be returned to 
author for alterations; 

Due to be published in 
issue of magazine, 



□ 



□ 



Date 

sent 



Evaluator's comments 

Good enough 
to publish 

Needs some 
tidying up 

Not worth 
publishing 

Same game 
already published 
on this micro 

Wouldn't load 



□ 
□ 
□ 
□ 
□ 
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VIC 20 / CO 



B / SPECTRUM 16K 



24 HOUR ORDER SERVICE Tel (0242) 82741 




ICE UP 

CHALLENGE OF POSTERN'S 




SHADOW FAX 

Fight the black riders whose touch is 
death. You must guide Shadowfox js 
Gandalf's swift while horse braves the 
dread riders of Sauron, Dark Lord of 
Mordor. How many will your 
thunderbolts destroy? Magnificent 
graphics. 



see if you can beat Luke's super scores! 



4*. 9k fafft* (At c&t££i*ft. 2!30 ' U 4t*tf 



SNAKE PIT 

Imagine yourself in a snake pit, The 
snakes and their esgs must be gobbled 
up before the snakes eat the Gobbler 
, . , who must eat the last egg before 
the first snake. Eat the eggs, and more 
snakes are freed to attack. Eat all the 
snakes and the game begins again . . 
but faster! Faster! 




SIEGE 

Watchfulness and skill protect your 
castle from the encoding marauders in 
this Siege. Drop rocks to dislodge 
them, and their anger makes them 
faster ... and faster! Are you fast 
enough to hold them back from the 
top of the wall? Speed your reflexes. 



/ 

/ 




y** **£h> 

y^ ^ J> 

4 J* V 




BOUGHT 
ANY 
INTERESTING 

CASSETTE 
BOXES LATELY 

The Microcomputer Software Club exists to help home micro 
users to boy good programs - noi pretty boxes. Advertisements 
and clever packaging can make the wor%t programs appear 
tremendous. It is not until you have 'gambled' your money that 
you discover how good they really are. Some are only slightly 
different to others you may already own; many are not as good 
as you would beentilled to expect; and oth< j r> .art- n^i a < < im^k-u- 
wasle of money. Of course, there are some excellent programs 
around, and many more appear each month. Many thousands 
of home micro users now find oui about them easily, safely and 
regularly. In addition, they are able lo buy them at really low 
prices They are all members of the Microcomputer Software 
Club. 

FREE MEMBERSHIP 

Membership of The Microcomputer Software Club would save 
you money and trouble. Each month we thoroughly test and 
evaluate the many programs issued by the growing number of 
producers - including l|K, Bug-Byte, A & F, Campbell, C-Tech, 
Imagine, Lothlorien, D|K, Salamander , Bridge, find the smaller 
companies that you may find it difficult to keep track of. If a 
program is good, and it has got to be very good, it is recom- 
mended to our members in the next issue oh he New*lettei 

NO OBLIGATION 

Members are nol obliged to buy a fixed number of programs 
from The Club. They buy what they want when they want. 



Whether it is one program in a year or one a month, they know 
that when they buy from THE MICROCOMPUTER SOFTWARE 
CLUB they are buying the best programs at the best prices. 

LARGE SAVINGS 
ON TOP SOFTWARE 

All programs are, at least, 10% cheaper than normal and, each 
month, the best of the most recent software is made available to 
members at 20% less than normal Postage rind pat king is tree 
on orders of two or more programs for delivery within the UK; 
ordering and payment are simple, and quality is guaranteed. 

FREE NEWSLETTER 

Our latest Newsletter offers programs from most leading 
suppliers - and from a few thai, perhaps, you do not yet know. A 
program has to be good, very good, before it is recommended to 
members. It also has to be reliable and, even before the 
members' discount, it has to be good value for money. Subject 
coverage includes adventure, arcade, education, strategy 
games, household applications, family games, business, 
utilities and programming aids, 

CLUB EXPANDS TO INCLUDE 
COMMODORE 64 AND ORIC 

USERS 

Two excellent new machines have just been added to our 
coverage - the Commodore b4 and the Oric. Software for these 
machines will be in our next Newsletter. Remember, member- 
ship is completely free of f harge and you are under no obliga- 
tion to buy anything from the Club unless you really want lo, II 
you use a ZX8J (1(>k) r Spectrum (16k or 48k), BBC {A or B), 
Dragon 32, Vic (expanded or unexpanded). Commodore M or 
Orir r you should join THE CLUB. 



V 



THE MICROCOMPUTER SOFTWARE CLUB 
P.O.Box 166. Oxford, 0X2 9BJ, England. 



JLfV 




Free membership application 



Pleat* dttL'pl my .application and I'nnjl itk.' as d member 
ol Th*> Mic r<* ofripukf Software t lub. I understand ihdl 
membership is tree or" charge. 

A* a member I will receive me Club NtatatMNI free ol 
charge and will be untitled to benefu from any saving 
offered to members cm selected programs Itx micro- 
computers I may cancel my membership at any timi>. 

THE MICROCOMPUTER SOFTWARE CLUB 
P.O.Box 166, Oxford, 0X2 9BJ t England. 



N AM K 
ADDRESS 

CITY 

POSTCODE 



COMPUTER MODEL 



AGE <U jndci 18) 
COMPUTER RAM. 
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VIC 20 



ATARI : PHILIPS 
INTELLIVISION 

CARTRIDGE LIBRARY 

Authorised Dealer 

★ Extensive range of programs 

★ Fast reliable service 

★ Life membership 

★ Descriptive catalogue 

★ Fortnightly or monthly hire option 

★ Special offers several times a year 

★ P&P included in hire charges, 



Membership fee £20 
Send £10 now and balance 
with first order 



Hire charges: 
2 weeks 
4 weeks 



£3.00 
£5.00 



Please send me on money back approval, my library catalogue 
and membership card, along wilh order form, and if I'm noi 
satisfied within 2B days you will refund my money in full. 

NAME 



ADDRESS 



►.*"+■* 



To; M.D.M. Home Computer Services Dept. 4. 20 Napier 
Street, Nelson, Lanes. BB9 OSN, 

□ VIC 20 □ ATARI □ PHILIPS □ INTELLIVISiON 



'ViC 20 DIGITAL * 
CASSETTE DECK 

A TA RE A USTIC PRICE 

£29.99 



SOUND with SINCLAIR 





MAKE AMAZING SOUND EFFECTS 
WITH YOUR ZX 81. 
TIMEX Sinclair 1000 
or SPECTRUM 

THE ZON X81 
£25.95 

incl p&fi & VAT 

Trie ZON SOUND UNIT is completely sett-contained and especially 
designed lor us* with 1he Bv TJMEX Sinclair 1000 and Spectrum 
Computers It |usl p#ugs in — no dismantling or scattering 

No power pad*., foatlenes, »ead?. or olher extras ' 

Manual Volume Control on panel - ample VD*ume Irorti OuiINn 
loudspeaker 

• Standard Sinclair — 16K flarn-oack or pwiter cen pe plugged inlo 
ZONX Sound Unit without atfechng normal computer oporalion 

• Huge range O* pOS3*04e sounds 1or Liames. MufttC. HWiCOplsrs, tici- i. 
Space Invaders, E*i>l05i{yi&. Gun-ShOtS. Drums. Ptanes. Lasers. 
Organs. BeWs. Tunes Chorda etc, or whatever you Devise 1 

• 8 luril oc1ave& Uses 3-Channel bound crwp giving peogramma contra* 
of pitch vc*ume d tones and rxjise. all w*lh envelope control. 

• Easily addud 10 ousting games or programs using a few simple 
■ BASIC lines or machine code 

• No memory addresses used — 10 mapped 

FULL inclruetlon* with many examples of how to Oblfcin effects and 
the programmes supolted FuNy guaranteed. PntfSh Made 

'Except wrth Spectrum, you need ffte S&fCtwrp Extension Board Order 
Ato Si 1 PRICE C6.80 inc. VAT. 



en . 



70O6 Posia» Order of Cre 



Payment may be maote t>y Cheque, PO 
GmoNo 3&B J" 
jii Card 

Export orders:- Bank Cheque, tnlem 
lianal Money Order U S ■ w £ Stertin 




ALSO 
COMMODORE 
64 
+ PET 



TRADE 
fNQUffilFS 
WELCOME 




+ £7 50 
P&P 

INCLUDING 

5 FREE GAMES 

A/tow 7 Days Delivery 
• Puffy Compatible 
* Designed by our Engineers — 
NOT just an interface unit 
• All Cables Included 
* Powered and controlled by your 
computer - S/MPL Y PLUG IN? 



SPECTRUM 

QUICKSHOT 
JOYSTICK 



• in terf&cmi taping straigh t 
into SPECTRUM 

• Compatible with most 
from: Qt/fcksfh/a, Sitversofi, Artie, 
New Gen etc*, etc. 

- Other Programs ONLY 
easily modified 

• Puff instructions 

• Quick shot 
tnr Atari /Commodore + £j $Q p&P 

£12 .99 * et.mp-ItP 

• interface unit oniy avaitabte for use £11.99 
with your own Atari type Joystick oniy + £1.00 P&P 

Cx*it\t Cmrst £mi*i iinm 24 ttoiiir Pff^ 

==SATEL * _ 27HQPE STREET HANLEY 

J5^S^.,' ^^wjiim mm.*> STOKE ON TRENT 



£19.99 




Ring 09K? iVHm 
knrnvdeta tfwefltcti 



Programs Wanted 



We market ordinal, exciting and entertaining 
games programs - preferably in Machine Code 
— for the following Micros- 
Atari ■ BBC • Commodore 64 and VIC 20 
Dragon ■ Jupiter Ace - Of k 1 ■ Sinclair Spectrum 
- Texas Instr uments 99/4 A 

INSTANT CASH plus ROYALTIES 

When we acccpl d n<tme 1 or marketing we pay Jn 
IMMEDIATE cash fee AND give toy allies. 

If YOU have a game which you think is a winner, 
help it to become a &ucec« by letting our team 
work tor you. Help your 'DREAM' lo Come true! 



Phone: BASINGSTOKE [02S6) 25107 

or write to: DREAM SOFTWARE, P.O. BOX 64, 

BASINGSTOKE, HANTS. RG21 2LB 

nRKAM -software 
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BY P. PHELBY 



WITH EXTENDED 



BASIC & JOYSTICKS 



Amphibians Anonymous 
are gathering on the iar 
bank of the River Wrap* 
around to honour those 
that didn't make it, 

Frogs from across the 
length and breadth of 
Texas axe homing in on 
the river to take part in the 
service to deceased 
amphibia. 

But there's a five lane 



highway to cross and 
traffic is no respecter of 
froggy limbs. And no frog 
wants to meet his flatmate 
when crossing the roaqL 

Then there's the roaring 
torrent known as River 
Wraparound which must 
be crossed with the aid of a 
notoriously unreliable bus 



service of turtles - you can 
wait for ages then three 
Come at once! 

The logs make things a 
little easier but they travel 
so fast it's difficult not to 
get carried away. 

Watch out for snakes and 
alligators on route and 
hope that you get to the 



it 



bank in time not to miss 
the Top Toad's speech. . 
starts when the timer on 
the bottom of the screen 
goes down to zero. 

This arcade- speed action 
game is played on the TI 
with Extended Basic, 

If you play with your 
shift lock key up then 
you'll have to change line 
520 from K = 121 to K- 69, 




100 CALL CLERR : : CfiLL SCREEN < 12 

> 

110 DISPLAY RT Ci Oj 6) : M TI 
FROGGER : ' M DISPLAY AT ds, 4> = " 
PfFENflEB BASIC REQUIRED" 

111 HISPLRY RTa4?6> : " .JOYSTICK:': 
REQUIRED" 

114 FOP Rss-J TO 3 00 FJEXT R 

DISPLAY HT <1 6? 4> : " prosram 1 
933 p ■ Fhsbv" 

IS! FDR H=l TO 800 5: NEXT R 
laS CRLL CLERR HISPLRY RT<1>5 
>K INSTRUCT I DNS * 3 ! DISPLR 
V fli <13$ Dr'USE JOYSTICK TO CRDS 
S RDflD" 

126 DISPLRY AT (1 5s 1) i "THEN USE F 
IRE BUTTON TO HOP LOGS" 

127 DISPLRY fi?<2;$*i> ;; t RIM FO 
R RERR OF LOGS 

130 II I SPLAY AT <£2,7> : "PRESS ANY 
KEY" ss CRLL KEY K* S) : : I F :":=fi 
THEN 130 

135 CfiLL CLERR t : CRLL SCREEN (.12 
>M DISPLRY RT i.5? 4> : "PRESS KEY F 
□R SKILL LEVEL 4 

136 DISPLAY RT(7nS>J"l TO 4" 

137 DISPLAY RT f$i 4) : "HIGHER NUMB 
ERS GIVE FASTER TRAFFIC AND LE 
SS FROGS 

133 ACCEPT RTaa^S> :":IZE^1) VRLIDR 
TE < M 1 234 " ) = SKS : : SK=VRL CSK$> 
140 CRLL CLEAR 5 : CRLL SCREEN 

3F=2+SK K=*SK FRG=10-SK 
150 CALL CHRRai£ 5 "FFFFFFFFFFFFF 
FFF" f 1 1 3s ,: 000000 0000000000 "> 
1C0 CALL CHAR C120? " OOOin) 00000097 
F7C7F777 F 730000000000000 0 00 033F1F 
FF7F3FFF F52 0 0 Q 0 0 Q 00" 5 
170 CALL CHAR =.124? " 000000000030F 
FE7FFEFFF73 0 H) 0 0 0 0 0 0000 0E 02 02 03 DF 
EE6FF66F6!5C0 000O0O0'^ 
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1 8 0 CALL CHAR C 1 £ 3 ? " 0 0 0 0 0 0 03 07552 

7233F 07 0F5F&33F 0 1 0 0 0 0 0 fi 0 0C 0E 0B BE 

4C4FCE OF 0FAC4FC8 0 0 0 " > 
. 130 CRLL CHNRa32? "0003075527233 
I F 03 03 03 03 03 03 1 F 1 1 28 0 0C UE 0RAE4C4F 
r CC 0C 0C DC 0C0C 0FS8 314" > 
j 200 CALL CHRP <136? " 000 0000002024 
f 36300000'"! 000000 .'0000000000000003 

0C 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 " > 

210 CRLL CHHJ?a40j : 0OOHO 02030383 

CI E 1 F OB 0F0B 0 0 00 0 0 0 0 0 0 0 m i fr m4 nr. 1 f:~\ 

C78E 0E 0E 04 0 0 0 0 0 0 0 0 0 1 1 ) 
I 220 CRLL CHAR<95? " 0 OFF mWi 0 ij n OFF 

! 230 CALL CHRP (%? " 0000>"ii;i00707727 
7F " ) 

240 CALL CHARi97? "7F2777 70 0 fin firm 
00"> 

250 CALL mmOQt " 0000 M00 00EEEE4 
FF > 

260 CALL CHHP C#9i "FFE4E"E 0EOOOO fifi 

0 0") 

270 CALL COLOR Q ? 2 ? 1 ? 0 ? 6 ? 1 ? 3 * 8 * 1 

? 9 ^ 8 ? 1 ? 1 1 ? 6 ? 2) 

280 CRLL RCHAR<I2? 1>95 ? 32) : : f:RL 

L nCHRF:<23^ i?95? 32) 

290 FOR Jt-3 TO 10 s s CRLL HCHAR ( 

Ih. i* U2i 32) ; ! NEXT Ii 

300 FDR R=3 TO 4 CRLL COLOR < A 

? 16? 1> : s NEXT A 

31 0 CALL HCHAR <l * if 11% 32) : : CAL 
L HCHAR <2=. I * n 3. 32) : : CRLL HCHAR 
<il? 1? Ii3 ? 32> 

320 FDR Q=^2 TO 32 STEP 2 CRLL 

HCNFMt'tl7U-8t.9Si i s NEXT Q 

330 DISPLAY RT(I? 12) : FRG 

34 0 CALL MAGNIFY (3) 

350 CRLL SPR I TE C # 1 > 128* 4» 1 78 < 1 0 0 
> 

360 CALL SPRITE<#18. 124,11,17* 10 

1 U*2*SP>#133> i.24;j 11 5 17? 90 n Qr2$SP) 




to 




370 CALL SPRITE C#c:0?l£4? 11? 33? 1? 
I* SPf.121 ? 12.6* tl* *#i IS&f 0?3-SK:< 
380 CRLL 'SPRITE £#| Si 1£4> 1 1 ? 33? 78 

390 'CALL SPRITE <#13i life 11*49*90 
i fl*3iS3P**l*i Ltlb i:-i*-£$g 168? 0«£*:! 



400 CRLL SPRITE (#£? 99? 1£? 97* 150? 
0< 5*SP) 

410 CRLL SPRITE (#3? 99? 10? 113? 100 
? 0 ? 6*3F p #6 ? 99 * 1 4 ? 1 1 3 f-50'i 0 ? #&SP? 
4c! 0 CRLL SPRITE (#4? 99? 5? 161j£0p0 
p-4^SP?#7?99? 12? 161 ? 100? 0?-4#SP> 
430 CRLL SPRITE #5? 99? i£? 145? 1 00 
I Di ~6^3P- #8? 99* lb? 145? 50? 0? 



440 CRLL POSITION <#I ? H? J> ! 5 IF H 
<*m THEN CALL MOTION <4tl? 0? iO S s 
CRLL LOCATE ■■ #1 fSt 5 J ' ' GOTO 5S0 
450 CRLL JDYSTa jXjY) s * IF K=0 R 
NT! V=0 THEN CRLL PATTERN «#1 ? 1£3> 
ELSE CALL PATTERN^!? 13£> 
460 CRLL MOltaii" tifcft i J$*4 
) 

470 CRLL COINC<ALL?b> : : it G=0 T 
HEN 440 ELSE 430 
430 CRLL SOUND 'U 0 0* --5 s 1> ' CRLL 
MOTIONS U 0? 0) : : CRLL COLOR Effl ? 9 

FOR 6-i TO a 00 NEXT S 
490 FRG=FRG-1 tl DISPLAY AT \i ? 1£ 
) ! FRG 

SHti IF FRG=0 THEN 510 ELSE 530 
510 CALL DELSPRITE'iflLL) S = CRLL C 
LERR *i CALL COLOR <3? £? L> 5 * CALL 
SCREEN a 5; IS HI SPLRY AT Cb? 4> : ,5 N 
□ FROGS LEF1 TO PLAY AGAIN P 
RESS Y/N 

5£Q CALL KEY <0?l*?S> 5 : IF S=0 THE 
N 5£0 ELSE IF K=l£l THEN RUN 135 
ELSE ST [IP 



.EEs; 




53 0 CALL LOCATE •"#!? 170? 1 00> : s Cfl 
LL COLOR »::#!? *9 I ! GOTO 440 
540 FRG=FRG+i S = DISPLAY AT<1? 1£ 
> s FftG vi K=K+1 IF K=l£ THEN 1 

00 0 ELSE SF-SP+1 

550 CRLL MQTI9H<*£? 0?5*SP?#3? 0?6 
;-Sp f #4 ? 0 :: -4*SP ?#6? 0? 6#SP ?#7? 0? -4 
*SP ? #5 j 0 5 -b*SF ? # S ? 0 ? -6^SP> 
' 560 CRLL MOTinN<#10? 0? SP?#13* 0*3 
*SP?#14? 0*2*$P*#1Sj 0?£*SP?#19? 0? 
g*SPf #19? 0?E^SP- #30? 0?SP?#£1? 0?3 
->SP> 

570 FOR G=l TO 100 : : NEXT G 
CALL LOCATE <#i ? 100) : s CALL C 
0L0PC#i?4> s : GOTO 440 
530 CRLL POSITION <#1 j Hi J> 
590 CALL KEVa?Kl?Sl>- IF S1 = 0 
I THEN CRLL PATTERN <#1 ? 1283 ' ! GOTO 
] 580 ELSE CALL PATTERN 1 ? 13£> ! s 
R= N 

\ him FL=0 i= H*#*l£ :s CALL LDCRT 
E<#1?H?J>' = IF H=l THEN CALL COL 
□R<#1» 1) t : GOTO 540 
610 CALL COINC(ALL ? G> : : IF GO 0 
THEN 6£0 ELSE IF H=81 THEN FL=0 

, GOTO 580 ELSE FL=0 * « GOTO 43 

I h£fi IF FL=1 THEN 58 0 
■ 630 IF ,J+3*SP>256 THEN FL=0 s: b 
□TO 430 

64 0 ON a-h-l>^16 GOTO 650? 660? 670 
? 630? 650 

639 R=£#SP li CALL LOCATE <#i ? Hi J 
+SP>:: CALL MOT I ON (#1 ? 0? A> s 5 FL= 

1 CALL SCUNH a 0? 3000? t) " GOT 

0 580 

f.t<f\ R=SP n CALL LOCATE <#1 ? H? J+S 
p->s: CALL MOTION (#1> 0? A> : : FL=1 
S i CRLL SGUNIi CIO? 3000? I) : s bOTu 

670 A=3^SP CALL LOCATE (#1 ? H? J 
+SP) : : CALL MOT I ON 1 ? 0 ? A> : : FL= 

1 CALL SOUND < 1 0? 3 000 ? 1 > : : GOT 

0 ^ ]-[ fi 

e,!-;ft"fi=p->";p CALL LOCATE <#1 ? H? J 
+SP>:: CALL MOTION <M1 ? U? A> : = FL= 

1 ! * CRLL SOUND < 1 0 ? 3 0 0 0 ? 1 > : : GOT 
O 530 

lOOt) CALL CLEAR CRLL CHRRSET 
letS DISPLRV RTc:3? 1) : "YOU HAVE C 
OilPLETED ALL THE SCREENS" 
in 13 DISPLAY AT (4? 1) : "NOtJ TRY AG 
AIM BUT DON" T KILL ANY FROGS" =: 
RUN 135 
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44 



44 



44 
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You may not be able to 
pass your driving test after 
twelve sessions with this 
Texas program but it's 
worth typing in just for the 
3D graphics. 

You are seated at the 
wheel and your view is of 
the bonnet of the car seen 
through the windscreen. 
Cars are coming towards 
you which you have to 



avoid as best you can. 

The graphics are very 
well programmed; the cars 
start in the background as 
small blobs and get larger 
and more recognizable as 
they approach you. 

Use the Z and lull stop 
keys to move left and right 
respectively and see how 
much of the 100 mile 
course you can cover. 



R=15 

440 m$== !, prl::s hnv key id begtn 

450 GDSUi: SEg.fl 

460 R=] 

47 0 MS= M Yi3UR JOURNEY" 

48 0 5£0 

490 FE3K ID 500 

500 NEXT DELAY 
51 0 GOTO &§3 



3D ROAD RACE 



j liRNT INSTRUCT I 



:U'j L-R?..L L-L:_HP 

!JU CALL 
£2$ INPUT - ' 
□NS" : Q$ 

130 IF tm&$$M*i*M**W THEN 600 
ELSE 140 

140 IF ' U'f i t ? O C- ::,, = "' THEN IE 

0 

150 CRLL CLTHP 
tfitf R=i 

170 'RlJRI RRCE" 
180 GDSUB 5 : 0 
190 R=S 

£00 M$=" fc^-s^S*** 
2 J 0 ftBtjS 5i££ 
E2 0 R=4 

£30 MS™ "YOU HF-E THE DRIVER DF H 
CRR" 

24f\ GDSUB 5c 0 
£50 R=5 

£60 '[jnp BmtX'itM IS SHOWN 8 

V THE" 

£70 SDSUH 5c () 
BBS R = 6 

C^FU HS— L.-nK-- ±;iJNNc_ I SCPOP 

300 GDSUI; 5E0 
310 R=S 

3£o m^im mm press z for left 

330 GOSUB ; .= 
340 R=9 

350 M$="flND > FOR RIGHT 14 
3b0 SBSUfi 5c: 0 
370 R=ll 

380 ri$= 'Ti] 8G1SE THE DN COMING T 
RRFF IC" 

400 R=l",-; 

4J0 HS= ' HK TEH: YOUR V I EUI IS SHOWN 

4E0 



53 0 FOR l*t TQ LEN <M$> 
54--S ChLL Hl>iAF:<k*C+l,30;' 
550 CRLL HCPRP <R ,n+l, r-~t 
p I * 1>>> 



MB O 6&j 660? CO 
JOUNBiH 005 770? CD 



>6 0 NEXT 
'70 CALL • 
j 580 CffLL , 
f 59 0 RE: 'IK: 
600 CRLL t 
SJ 0 RRN:)an[YP 

630 CRLL £Cfc€ER:<i^ 
■ 64 ;q for frti? TQ 16 

65 0 CRU J.!: PR a < 15, tS) 

? 660 HEHT 1 

b ? U REM 5 d s e i'i £ r- j c h & r 5 

6o 0 CRLL OHftft £43 ? "FFFEFCF8F0E0CU 

690 CRLL CHRPC45* "FF7F3F1F0F0703 

fM CRLL &49* "FFFEF'CFSFOEOCO 

Sir-:. 

710 CRLL Oii-R<50< "FF7F3F1FGF07Q3 



7;p n 



■nn^ =,4£ ? " 



73 0 CRLL 

Ft JC > 

740 CALL CHRR C48 ? "FFFFFFFFFFFFFF 
it ^ 

4 750 CRLL CHrE £ t&8.* "FFFFFFFFFFFFF 
1 pff> 

' 78 0 REM H?$k c* : * ch*- 

; 770 CRLL Ct^R<im ¥ ' , 003C4£7E5RFFB 

v D31 > 

1 780 REM end chars 

79 u FOR C-144 TU 147 * 

SOU RE A I 1 Ri 

310 CRLL CHPR^Cr R$) 

©E-0 NEKT C 

330 BhTH 0 "fOOOUUOOOOFi n30 ? 000000 
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f 0 OF 0 0&? OC < 3 03F33F3FFFFCFC D ? 
:FC£CCFFFFH"3M:: 
84 0 RES "ORE 330 
&m FOR OISS TO 155 



i I 



CHRR ! :.C* R$> 
T[] 70 

R3 

CHRR <C? R$) 



370 CRL! 
880 NEX" 
890 REM 

91 0 RER 



930 NEX~ J C 

940 DRTH 00^706. fC38303F3^! 00FFFF 
O000G0FFFF* uOEOS 0301 COCFCCC ? E1E1 
F3FFE3E3E QE 5 > FFFFFFFFFFFF* 8787CF 

ffc7C7u: p -r 

950 RESTORE ^40 

9b 0 FOR C=97 TD IO£ 

9^0 RER2J R$ 

f$0 CALL CHHR OJ s S$S 

990 NEXT C 

1 000 REM 4th o=_r char:: 
1 010 FDR C=-:0 TD 85 

Staeo rehjj m 

1030 CRL!.. CHAR <Cifi$> 
1040 NEXT C 

tCf50 BfiTH jnoom Q3Q3G60E18? OOOOF 
FFF « fi ft n i)g3C OE 06 u 7 0 1 3 ? 18 1 8 i 3 1 S 1 8F 
FFFFF? 0 : J fj OF FFFFFFFFFFF > FFFFFFF9F 

fih MF OFO^ 

1060 DATA FFFFFFFFFF? FFFFFF9FGFO 
FOFOF 

1070 RE""T1RF 106 0 

1080 FOR l>36 TO 37 

109 0 RERU ft$ 

1100 CRLL CHAR(C?R$> 

1110 NEXT C 

11£0 RESTORE 105 0 

1130 FOR milB in 117 

1140 RERU W$ 

il50 CRLL. CKRR {£ ? A£> 

1160 nex~ c 

1170 RE3 r URE 106 0 
1130 FDR ' 18 : □ 119 
1130 RERB B$ 
1300 CRLL CHAR<C?R:£> 
1218 NEXT C 

tc ->- ;>- IS : : r 3£ & "S: + 



1830 PRINT 

1330 PR INI" 
110000000" 
134 0 PRINT 
0 0 0 0 0 D 0 0 1 
1350 PRINT 



OOOOOOOO 0: 
0 00 000001 



h 

h 



Ed 



60 PRINT 
I 1270 PRINT 

' — T : r "vr ~ : ~ 

1330 PRINT 

%r. 2 0000 M 
1390 PRINT 

I t* 300 0" 
I 13 00 PRINT 

! m £00' 

f 1310 PRINT 
£0" 
133D PRINT 

133 0 PRlNT 
838 

1340 PR I NT 
i 1350 PRINT 



BEF x def 



STTS 



t m n 



h 

h 5 1 
h UM" 

X 

X 

HHHHHHHHX33338 
HHHHHHHHXXX8388 
HHHMHHHHXXX888S 

j ■ * v v w h * v sf v si w y 



0 0 1 J 0 1 
0001 

001 uww 

01 
+ 



##£#***+ RBC x abc 



1360 PR: NT 

1370 PRINT 
i 330 PRINT 
1390 FOR SKY-i TO 6 
140 0 CRLL HCHRR <SKY? 4? 128? 87) 
1410 NEXT 3KV 
14c:0 REM ir&w first car 
1430 CRLL HCHRR (6*17? 136> 
144 0 REM -draw 3n d car 
50 R=7 
SO C=15 
1470 CRLL. HCHRR <R » Cj 1 44) 
1430 CRLL HCHRR (R? C+l n 14S3 
149- CRLL HCHRR R+l ? C? I46> 
15 OU CRLL HCHRR CR+l? C+l ? 147> 
1 5 1 0 C= 1 3 

13£ J CRLL HCHRR <R? C? 152) 
153 0 CRLL HCHRR (Ri C+l ( 153) 
154U CHLl. HCHRR(R+1?C? 154) 
1550 CRLL HCHRR (R+l? C+l? 155> 
156 0 REM 13 SRV 
1570 CRLL COLOR (13? 8? 8> 
1530 REM 14 first car 
1590 CRLL CGLDR--14 ? 8-3> 
I mm REM £ 3r-±i:z 1 
f 161 0 CRLL COLOR C2V3f IS) 
\ 1620 REH 3 8 
i 1630 CRLL COLOR (3? 4* 15) 
' 1640 REM 10 whi te line 1 
165 0 CRLL COLOR (1 0? 16? 16) 
1660 REM 18 i.Mhi t* line 3 
lr=70 CRLL CGLOR (13? 15? 15) 
1680 CRLL COLOR (8? 2? £> 
i690 CRLL CGL0R'::6xE?£> 
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CONTINUED 



poo qpgus soafi 

171 U CALL KEY ( 0 s K?S> 
t'TSRi IF C-0 THEN 1710 
1730 CRLL SGiJND<150?-7 
1740 

1750 MILEC-0 

*760 k=£o 

r-70 GOTO 183® 

173 H IF ri J ^E:v=4 0 D THEN 

1790 IF MXLE'S«K THEN 1 



1_! .1 i 



18:30 



IBM IF 3f£<£ THEN 
1810 SK^CK-i 

iSErfl K=K-£u 
183*5 C=iNTa£-<-RHB>*£ 

RAN- .NT(SK^RHD> + 1 
IgSq On RmN SOSUB 1880* 
*23&'$*&&4 MS64#i £640? £64 0? £64 0 
i860 MILEC-MILECM 



1870 

1930 



GOTil 
REM 
IF M 




:T: car 1 
LESO&D THEN 1910 



19 .0 R=IN' 

i9Eu if r: 



CRLL 

CRLL 
IF R ; 



|9®0 
1940 
I9C0 
1960 
1970 CRU.. 

pme cRLi. 



19'^ 0 

£010 
£0£0 
EiloH 

£040 
£050 
£060 
£070 

E09R 
? ! 0 U 



IF 

easy 

CRLL 
CRLL 
IF R 

mm: 

GOTO 
CRLL 



O^-RNI)) -fl 
1 THEN 194 0 

L I : NL (-5? £00? CO 
CDLOR Ci4sC*QD 
[ THEN 1970 
j) £64 0 

COLOR <15 ? C ? 15> 
F-i THEN £010 
M • Ec-4 0 

color a 5? is? js> 

COLOR (5? C* m 
£ THEN £060 

£64 0 

O 1 3" rt 

£_ X I" U 

key K?S) 

IF h:-90 THEN £140 
IF NS«46 THEN £100 
GOTO £170 

CRLL COLOR (6? 15«15> 
21 ;0 CRLL COLOR Q$j £? £) 
£1£0 DIR = : 
£130 GOTO El 70 
£140 CRLL mUMMi IS* 15> 
CALL COLOR \6? £? £) 
BIR= S 

CRLL COLOR'5? 15? 15) 
CALL COLOR < 7? C? 15) 
IF K-l THEN ££10 
SQSto £640 
££10 CRLL COLORS 15? 15) 
EEC 0 CALL :?nUNii'--556b0j CO 



££3 0 
££40 
£R5 U 



mo 1 

LB 



£150 
£ 1 6 0 
£17 0 
£180 
£190 
£0 9 



££9 0 

£300 
£31 u 

£3£0 
EcCu 

£340 
£350 
£360 
£370 

£330 
B39 u 

£410 

£430 
£44 0 
£450 
£460 
£470 
£430 
£49 0 
£500 
£5i0 
£528 
£§30 
£540 



IF (SUN© 
IF 0[R~Q> 
RETURN 
REN 
IF H 

R=IN' 
CRLL 
IF r: 
CRLL S 
IF R^l 
GDSU3 



(RRN=1) THEN £890 
CERN=3) THEN £390 



0 THEN 



y y m 



::i-.-RNjj)+I 

CGL.DR (14*G*S) 
L THEN £330 

lt lBi-3> 1000? G> 
THEN £350 

64 6 



i . : 



? 8 ? 8) 



CRLL COLOR a 4 
GflLL COLOR ( 16? C? 15) 
IF R*i THEN £390 
iflSUB £640 
CRLL COLOR ="'16? 15? 15) 
CRLL COLOR <9? C? 15) 
IF R<£ THEN £440 
G0CU3 £64 0 
GOTO £55 0 
CALL KEY<0 ? K?S> 
IF K=90 THEN £5£0 
IF K=4t THEN £480 
GOTO £550 

CALL CDLOR 1 ": 6? 15*153 
CALL COLOR x4?£?£) 
LIR~ I 
GOTO £550 

CRLL COLOR (4? tSi iS) 
CRLL COLOR <6h£ ? £> 

DIR=0 



to 
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6* ^ 



255 U CALL COLOR <,9? 15? IcO 

25b 'i GALL COLORCinC? 15> 

gS70 if r-1 THEN 2590 

£580 SEBUB £fi*S 

£590 CRLL CDLORU1? 15? 15) 

£6 fnl CRLL SOUND <-5:i 770 ? CO 

£61 n IF CBIF^fi-iXRfli-BTHBS 2830 

£620 IF :,tIP^l;- : -.RHN=4>THEN 2890 

£63 0 RETURN 

2640 CRLL COLOR ^fcS*-i££ 
£651= CRLL COLOR <3? 4? 15) 
SSS0 CRLL COLOR il 0? 16? 16) 
£67 0 CALL COLOR (12? 15? 15) 
£630 CALL KEY C0rK*jSS 
£h9 0 IF k=46 THEN £76 0 
87Q0 IF K=90 THEM £800 
£710 CRLL COLOR (2*4? 15) 
£7£D CRLL COLOR (3? 3? 15) 
£730 CRLL. CO! OR 1 0? 15? IS) 
£74 'I CRLL COLOR (12? 16? 16$ 
£750 RETURN 

£760 CRLL COLOR <6? 15? 1 5> 

£77 0 CRLL COLOR 4?£?£> 

£730 DIR-L 

£790 GOTO S71.Q 

£300 CRLL COLOR C4? 15? 15> 

2810 CALL C0L0R<6?2?£> 

2320 DIR-0 

£330 GOTO £710 

2840 CRLL CI ERR 

2£Fifi 30 SUB 3040 

£860 PRINT "WELL DONE" 



2370 PRINT 
"MILES" 

£330 mm 



YOU TRAVELED" ? MILES? 



FOR [-1 TO 30 STEP £ 
CRLL SCREEN (2) 
CRLL. SOUND 1 :- 1000? i I) 
CRLL SCREEN (16) 
NEftT I 

CRLL SCREEN <15> 



£890 
£900 
£310 
£920 
£930 

£ : -4U 

£95 m MILL-::,=riILE: 
£960 CRLL CLEAR 
£97 0 PRINT "'YOU 
29S0 PRINT 
2990 PRINT 
3000 PRINT 
3010 PRINT 
3020 PRINT 
3U30 END 
304 0 REM music 
3050 RESTORE 31:0 
RERB NOTE? Ii UR 
IF \NOTE=0) # (BUR- CO THEN 31 



--"4 

MANAGED TO GET" 

MLESr'HILES" 

c, riOurj THE ROAH" 
"BEFORE CRASH INS" 



30bU 
3070 
20 

3 38 0 



3 09 0 
3100 



CALL 
GOTO 
DATA 



BUR? NOTE? 0> 



L JNB 
3 060 

£94? I50?294? 150?294? 15 
0?392?300h494?300?£94? 150? £94? 15 
0? £94? 150. 392 > 30 0? 494? 300? 392? 15 
0? 392? 15-U 

3110 DRTFI 343? 15 0? 349? 15 0? 330? 15 
0 i 33 0 ? 1 5 J ? £94 ? 5 0 0 ? 0? 0 
313 0 RETURN 
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Space Dodge challenges 
You to get your craft bock 
through a maze oi shifting 
meteors to the mothership. 

The object oi the game is 
to get yourself to the home 
"H" marker which repre- 
sents the mothership 
before your 35 second time 
limit runs out. 

On the way you con pick 
up as many bonus points 
in stellar fuel as you like 
but don't leave it too late. 
Avoid the meteor asterisks 
and when you conquer 
one phase you move onto 
the next. 

Each phase is more 
difficult than the last. 
TIME LIMIT 

The time limit is 35 
seconds and after 25, a war- 
ning will appear in the top 
right-hand corner oi the 
screen. If you still fail in 
your quest the game stops 
after 35 seconds and a bell 
sounds. 

FUEL 

You start with 200 units 
of fuel on board the ship 
hut it gets used up quickly, 
Each move costs 5 points, 



smart bombs take up 40 
units and Hypeispace 
takes up 25. On hitting a 
bonus. 20 units are lost but 
more are gained. 

In indicator in the top 
left-hand side of the screen! 
warns when fuel is low. f 
SCORING 

When you eat a stellar 
fuel dump, a score of 10 
points is notched up and 
you add 20 points of fuel to 
your reserves. 

To get a bonus score you 
must land on a "O" and as 
you can only see this when 
you move it is difficult to 
add to your total in this 
way* i 

When you hit the bonus I 
you add a random score to \ 
your total and this flashes 
up in the top of the screen \ 
and the same amount of ■ 
fuel units is added to the 
tanks - 

HOME 
Home is randomly 
placed on the screen and 
only flashes up when you 



move to make life more 
difficult, If you reach 
Home before the time limit 
is up then you move onto 
the next phase. 

CONTROLS 

Movement and control of 
the smart bomb and 
hyperspace features is on 
the keyboard. The ship can 
he moved up and down* 
left and right and 
diagonally. The diagonal 
controls are the easiest to 
find on the keyboard and 
are self explanatory as "A", 
"S", "Z" ( "X". Shift com- 
bined with the cursor keys 
allow up, down and left 
and right movement as the 
arrows indicate. It takes 
some practise to utilise 
these controls easily. The 
space bar works as a smart 
bomb and the " = " sign is a 
Hyperspace. 

SMART ROMBS 

You only have three 
smart bombs in each 
phase controlled by the 
space bar. It clears the 



space around you by blow- 
ing up asterisks on every 
adjacent square. And 
hyperspace allows you to 
leave your present position 
and move to a new random 
position on the screen. But 
beware when you use it, 
you may land on an 
asterisk. 

TIPS 

Make sure you know 
where Home is at the start 
of the phase so you can 
find it quickly when time 
falls short. Don't aim for 
mammoth scores each 
phase but leave yourself 
with something in reserve 
to get out of trouble. It's 
very hard to destroy all 20 
power pills in one phase, 
don't risk it. 

As soon as you see the 
reversed "T" head for 
home. Don't over-use 
hyperspace it will result in 
a nasty end. Landing on 
the screen border results in 
instant hyperspace as well. 

A good score to aim for is 
200 points but the author's 
high score is 1,255 points in 
five phases. 
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1 V=£j P-l 

4 h=T~z3-H*& !-42 FL=20O 

I- FKINF'T 

10 c UPL-y ~t0 R 

a£ t-r tiO+INT'.Si^ifRND 1 . 1 

iO P0K£3fc*c-r4^^5$" FORT =0TQ1 0 NEi.T WE 3*374* € F0KEE,42 NE.WT 

£0 FOR l=€> TG2-0 

73 D=0 i^=7b'EO+lN7<50t*PHli' 1 ■ 

75 PQK£;S6a75,255 FORT«0tTOi0 NEXT P0*£3€8?5,e POKED, si NBA 

F'jF £T'"r? : ~v 

160 N=7c£e+lNT\5Ge*RMli» 1- • IF PEEK-.; - .. 320RX=flTHENlge 
3 10 

111 G0SUF14M 

US TlNEt^OOOOOO" FRlffi»#l&FW 
114 I F PLE: •f* = 22 THEN ISO 

lit IF^LCK' R ^42THENPOKE36S76, l5OT-OFr=OTOKi00 NEKT POP E 36*7* . L« OOTO^Xi 
t.Jti IF PEER 0 '-S:THEFJ2?iif 

117 I FF EE K i fl . ' -S 1 THENP0KE3c'.3 74 , 2 00 FOP 1 T =&1 0200 NE H T PDF £ 36974 1 Q : GOT040O 
! 1 * J r REEF R ■ =3 t-OURFEEF- 1 R 1 = ! ) =140OftPEEK '. R>= 1 4STHEN 1 00 

120 IF PEEK' R.«=£7THEFJ1440 

121 fN*$33 
130 PQICHft,90 

140 OETflf IF fi*="" THEM FuF EOI , 32 FWE'.<.-32 GOTO 1230 

141 P0KE3f£875 . £55 FrtpT=GT0£5 NE'-IT POFE>:875,0 

142 POKED I . 87 " pof-.E : : , 3 

2 44 [FTIhE#>= 4, 0e0025 rt THHN PRIHT'ST TRF' 21 ' . "^TP" 
145 IF TINE* 2= "000035" then 496 

14b FL=FL-5 IF FL^50 THEN pF'JF-lT"il3l. ■" 
147 IF FL>50 THEM PRINT "eiaSFB" 

145 IFFL<=ij T HEHpPIHT"«SEMPTVB" P:-PT=0 702000 NEXT FL=0 G0TG286 
150 POKER, 32 

!*0 IF fl*="W" THEN FJ=P+1 G0T0114 
1*5 IF fl-r-'-H" THEN *=R-1 CC'I'IU 
16G IP *f=":<" THEM B*ft+£3 &OT0H4 
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1£7 IF 0*»"fi" THEM h=h-23 GOTO! |4 



fa* 



fed M 



6* 



: 63 
ire 

! =5 



IF fit- "3" THEN fH*~ZJ 
THEM R*f*?21 
THEN A=Fi-2I 
THEM A=fl+22 
THEM GOTO 690 
THEM GOTO 6?0 



GOTO 1 14 
OOTOf H 
GO T D 114 
GOTO 114 



IF f\t="Z" 
IF A$='"T' 
IF fl*= H *r 
IF flt= ,4 = " 
IF Fff=" M 
0010 130 

F0RT=255 TO 128 STEF'-l P0KE368 
FORU=OTO2O0O NEXT POKE 26377 - O 



&a?7 . t FORI-0TO3Q next: next Fv\-E3$B7? ii;; 



200 POKEft.42 POKEA+I • 32 POKEA-l ■ 32 FOP; £0-22 ■ 3* 



POP' Eh+22 , 22 ■ PO*- E*+21 • 7S POP .EflKJ j 
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sec 

; -n I " .F 



3HDS 



FHA3E" i P ' R*R+UI 



|*: Kpt^H'tO l°| E iTEP-l 7 pOKE363^T FORl=0TO3O NEXT I NET PC* E 5*877, 128 

iL ? fSKf^SE^l T :.-2 i: pOK 11- 1 ' 32 POP Efl-22 • 32 • POP EA+22 . ,2 POKE R+ 21 , 32 • PO* Efl^l 

207 ^P Eri+23 ■ 32 POKEA-23,32 G03UmiO0 FORT=0TO2000 NEXT GOT 02 12 
£0S pokI £6373 25 rR;NT li rwSiGUl tJF pull 1 ' 0GT0£13 
211 POKE368797 29 PmHT*T*OtUmfi*l GOT BLOWN UP" 

213 PR I NT "»H ARB LUCK" 

214 PRINT CC R E " v - " PO I NTS " 

215 PRINT" BWt'OU LASTED THROUGTH 
220 PRINT "WHIT FWV KEV 
230 POKEl'^S^O: WAIT 158,. 1 
240 GOTO 0 

230 FORT=] 23 TO 255 POP E 36375. T NEXT R0P.E36S75- 0 
2^5 F0PT=0TO 1 009 ' NEXT 
■: m PR INI " nONKMBR ILL I ANT" 
p=p+i 

3tO PRINT "PIKOU HRVE HhI'E IT" 
120 PRINT "WELL DOME " 

330 PRINT " *»IT 1; ME WfiS " , F 1 .1>HTJ • T I ME* . 2 
340 PRINT" PWE.C OPE " . V , "POI N T S N 
:-50 PRINT "KMjij NOW GO ONTO 
351 POKE 196,0 

PRINT "WIT ANY KEY FOR 
370 POKElr>S.O WHHISS. 1 
jyu GOTO 4 

400 V-V+IO FL=FL+20 i'OOTO 150 

Jh,i Fi iF T=0 TO 50 POP E 36 37 6 ■ 255 FQF'O=0TO 1 0 ' NEXT ' F0PX3637fe . 0 NEXT FOKEibS. b-0 

451 FORT =9" TO 1000 NEXT 

500 PRlHT >l ^«WWfi'OU HAVE FUN OUT OF TINE" Q0TG213 
600 B> 76 :." 0 + I N 1 ■ 506 +F'NH ■ 1 1 

605 F0PT=255 TO 150 3TEP-1 P 01 E 36377. t NEXT FOP E 363 77 . 0 
610 A=J> PL-FL-25' 
€30 GOTO 1 1 4 
£30 H=H+1 

g95 ju- h" THEN PRINT " «JaS NO sMftPT tOHFSf M : GOSUBlOOO 60 TO 130 
6^7 F0PT=OT 010 POJ L 36t-76 1 23 P0KE36S76 - 0 NEXT 
&*& FL=FL-40 

700 PuPEA,30 POKEA+l .. 32 FOKEA- 1 32 PC'KEA-22 ■ 32 ' F Of Ert+22 ■ 32 POKE A+ 21 > 32 FOIEA-25 
32 

. 7 1 0 POK EA+ 23 .. .32 POP- Eh-2 3 ■ 32 uOc. U£ 1 000 
720 GOTO 130 

1 008 FOP l =768010770 1 POKE J ■ 1 6 0 r iE : \ T F : 3P- ?-c 3 t"4T 09 1 3 5 : POKE 7 - 1 60 - NEXT 

1010 FORJ=r630T03164£TEFI2 P : OP EJ . 163 NEXT FOK J=770lT05IS5GTEP22 POKEJ.160 NEXT 

1210 PETIJPN 

12*?0 IF TIHE*3="O0O0?5" THEM 450 

IFTlrt£*3= M 000025. "THEN P$ EP4T l W - < fiB- 21 ■ i -tfT» ,h 1 
IF FL<30 THEN FPrNT-^sLl" 
P0PT=0T02 

V=0 • ';=7*-"S^+ 1 NT 1 506#F'HD '.}>> 
IP PEEK'V>=42 THEN FOP-E" ■■12 GOTO 1 340 
1220 IF PEEK CV >0 32 THEN POKEV - PEEK «' V. 1 : GOTO 1301 
1 330 RiJP £'■' ■ 32 
]340 MEiHT 
1 ":45' FORU-0 TO 3 
1 >50 0=7r.A0+INT'- 506*-PNI Jr 1 

1*:6m IF PEEK': OX! 32 THEN PO! LO FEEP ' O ' OO Tl Jl3t-0 
13>0 P0KE36trJ,255 FORT=OT010 F01"E36::'74.- O POK.EO 1 
1380 NEXT 
1330 GOTO 140 

1400 01*7680+1 NT ■ 506*RNL- 1 ■ 
1410 IF PE EK < 0 1 ) O 32 THEN 1 4 00 
1420 P0KE0I.87 
14 NO PETJRN 

1 4 4 u Fl =F L-20 P0=P0 + 5 0 SCO 8 ! NT (F C «Pt Jlr - 1 1 1 PRINT" c*»MMP»(rtf J1 . 3 0 

M4! F0RT=0TCf50 F0KE36E:r5. 255 FG1 : E 36375,0 'NEXT FL=FL+3C0 Y=V+SCO 
1450 FCiPT=010500 NEXT FF 3. sT" ^ IPPO 
1 460 Oi'iS 1 1 F I 4 00 GOTO 1 30 

i4^fi PR INT" 3" ' FOPT= i 231 0255 R0lE3t"374 7 ' NEXT ■ POt E3637 
, o: F0PT-255TM i -;TEP-1 L "0P- E 36074, T i'JEXT P0KE3t374 , t 
:500 P £ ^ 1 NT " *?IrlflI«lI«i>»i»pKF miIE lODGE" PRlNl , " , *M»BfV * 
p F -'" 

L501 »r«15*IHT<I5*ftNl< 1 1 1 
!r ;iO P0KEl38*? r NBITlSiS*l FOP tl?: --- 

:5 £0 PRlHT"»MMLEVEL";t;l FOP-t^tO1M0 nEXT RETURN ENIP 
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The mighty Kong has 
been rampaging through 
the arcades for some time - 
but now you can allow this 
not so cuddly gorilla into 
your awn home thanks to 
KK addict Timothy Boone! 

Tim has already written 
a Kong program for the Pet 
which we have printed but 
now he has adapted his 
interpretation of the 
arcade game s fourth 
screen - regarded as the 
toughest screen of all - for 
the Spectrum. 

If you have not played 
the game before, you don't 
know what you're missing. 
Kong r the gruesome 
gorilla^ has grabbed the 
girl and taken her to the 
top of the Empire State 
Building, 

lump -Man, so -called 
because of his amazing 
jumping ability, must try 
to rescue her from Kong's 
clutches. 

The game takes up the 
story in the attic section al 
the building. When you 
run the program you will 
See Kong and the captured 



girl at the top oi the attic. 
Eight plugs hold the attic's 
rafters in place- 
Jump- Man has to try to 
knock out these plugs by 
walking or jumping over 
them. If you manage to 
knock out all eight plugs 
you send Kong crashing to 
his doom and rescue the 
girl. 

The plugs are guarded 
by four deadly moving 
fireballs - which you must 
avoid at oil costs and 
which can also burn away 
the top and bottom rungs 
of the ladders, restricting 
Jump-Man's movement. 

For each plug removed 



ailing from a burnt ladder, 
jumping off the rafters or 
falling through plug holes. 
Do not go too close to 
Kong's lair - you may 
regret it. 

The cursor keys give 
your walking and climbing 
direction. "1" will cause 
Jump-Man to jump left 
and "Q" will cause him to 
jump right. 

A high score function is 
included in the game, The 
high scorer's name being 
printed in the HIGH BY 
box during the game. 

The program comes in 
two parts. Load part one 
1 { LOAD 'GRAPHICS" ) and 



you score 100 points. If you I run this program. The 
conquer Kong you win the 1 computet will then set up 



bonus and the level 
increases by one. The 
program then loops and 
you get another chance to 
challenge the king sized 
chimp. 

You start with three lives 
and can lose these in many 
ways; touching a fireball, 



the 21 User- Defined 
j Graphics used in the 
r game. When the program 
tells you to, load the game 
program (LOAD "KONG" j 
and run the game, You 

now see Kong 
holding a girl aloft and 
challenging: HOW HIGH 



CAN YOU TRY? As in the 
arcade game. You should 
key in and run part one 
then SAVE it and then key 
in and run part two. 
A and B ■ vertical and 
horizontal co-ordinates of 
Jump-Man 

SC score (including the 
bonuses BO); P - number 
of plugs gone (if P ■ B then 
the Spectrum goes into the 
Kong fall routine.) 
F1-F4 and B1-B4 - posi- 
tion of fireballs; B5-B8 = 
the random element of the 
fireballs. 

H$ - the name of the high 
scorer. Ll - lives 
(initially 3). 

Lines 1-10 - setting up of 
variables. 12-14 ■ walk and 
climb sound. 1 00 300 = 
fireball movement and kill 
checks. 399-599 - see nary 
20-89 main program 
(lump-Man movement 
etc), 7000 = Jump-Man's 
dying routine. 7100-7300 = 
Kong's challenge. 
7300-7700 - Kong fall and 
death routine, 7800-7990 = 
jumping subroutines. 
8500-8600 = instructions. 



KRAZY KONG 



int rt 10, B; flash i,"ple-:e ,lri| 

10 FOR ►=244 TO 25* 

20 FOP " -0 Tui 7. RfnD Z . PCKE I 
J5R CHn$ f X : BEEP -005,RND*M 
_ NO,T fj . NEXT f 

3Q PR PEER B. INK © CL 5 BEEP 
. t3 , 10 PRINT RT IP,©, " THE USER 

•JP. NOU LORD THE GAME . " 

4, ft©, 1 SF , 135 ■ 133 ,£j5,i'5- y :^,:9? 
r . 195 , £55 , 195, l£9 , 129 , 129 , 123 , 295 
. 104 , 1ST©, 43.. 52, &3, 15, 7.3,24, 

1 02, 6 6, 153, 1 53, €-5, 102. 24, 24, 24, 2 
255 , 2^ , 2 .1 e- , 1 BB , 12 ... 24 , 24 , 223 , 255 
. 2 4 , 2 7 , 21 , 4S . ^3 ,86,66 126- 24 . 120 
.72.12,24.^4,1 .255,24 ,25,255 . 126 
. 24 -24, 12B, 255^,24, 152,255, 1 , 1 , ,2, 
4.5,48,64, 135,4,32,79,137.9,75,74 
5,72, 72 , 148 ,151,143- 150 ,212 151 , I 
144 , 144 

lie D.HT^ 73 Li S . L , 1 \ 

32 ,0,0,0,0, 14-, w'it* , ,L'J, 0 j w'L> , Ic 4 , 
£14.254.233 / 69,123 f 0.P,0,.(J.240 / 2 
*S . 252 - 252, 57, 125 , 125 ,53,3,9,3,7 
, 255 ,219, 255 , 2^5 . 2'55 . L*0 . . 195 , 

156, 190 , 130, 22*5, ii=,2, I ^2 , , 22 J 

, 30 . 12 . 124 . 252 . 240 . 234- . I '^2 



3 

3 



1 LET h>i=0. LET 

2 LET = C-0: LJE"T 

3 GO TO 7100 

5 LET Hi =Q ■ LFT 



GO SLI 

LET t i = 



f = *L : LET 3=7 



LET R=B00. LET Pft = S : LET n=3. LE 
T fi=0: LET r = 2 ; LET t-1. LET bo = 
3000. LET p=0: LET O^l. .ET ,=4 
3 LL7 -11^ LET q=40. LE^ 1-12 
0. LLT g 

« LEI fl=6. LET f2=ll. LET f 3 
-14, LET f4^27; LET bl-13; LET L 
2=7: LET L3=l? . LET b4 = l* 
10 GO TO O&tf 

12 BEEP .0003,20 BEEP . OttOS , 1 
5 . RETURN 

13 BEEF . i?GGO,33. RETURN 

14 BEEP .001,15: RETLJRN 

15 IF fiTTR O+2,b.l=40 THEN PRI 
NT RT 3+l,b; INK 1,"B"* 

16 JF RTTR I3-I,b) =40 RNL> fiTTR 
(a-2,b.) <>4-3 RND RTTR ra-2,bJ < :> 4 

7 RHD RTTR f £ -2 , fcO < ;> 1 2 0 THEN PR I 
NT RT 3-l.b; INK l."D*- 

1^' Lfi! E =.2tr. . 4_L ! b r 

^t- LET -1=3. LE) J-L. IF j*>7 TM 
EN GO TL> .'3 0i? 

22 PRINT RT 4,24. bO r " " : P.T 0, 
5 ; = c : PT 0v17;*>j;hT 0,29, I £ . 2- b 
3=^ the;-; «?o To 700^ 

24 GO 5ue 1G*0 

-g^JF INKEV*="5" THEN GO SUB 1 
2> . DO SUB 00 

26 IF INKEY$="8" THEN GO SUB 1 
2, GO SUB 02 

27 JF INK6V$="7" RND RTTR t^-t 
, b.l -* THEN GD SUB 13 

26 JF INKEVjf = "&•■ RND RTTR fd + t 
,bJ=o THE- J GG SUB 24 

30 LET a =a + ( INKEY* & 1 ' ^t i£- a r 2 
1 RNC* RTTP 1' 3+1 , b> =41) - f INKE\ $ = " 
7" RND =>1 RNL> RTTR ia-l,b.»= < H) 
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0^ 



fed w 



=d THEN PRINT fiT 
>C THEM PRINT RT 



i a +1 



b> 

f ■ 



AND flTTP 

7000 

+1 , =4.7 



35 LET b=b + |TNKEY* = "S 
3) -fINKEY* = "5" flWD b>0J» 

4.0 PRINT RT C , d; " 

IF b ; -d THEN PRINT R 
INK e; "G M 

4-4 IF fe> 
INK e; 

45 IF a < 
INK e , " H " 

4-7 IF fiTTR 

3 THEN GO TO 

<13 IF flTTR 
TO 7000 

5^ IF HJTR 
R (a , b + li =41 

+ 1 ; INK 1; 

55 IF RTTR b-l.i =4-1 

^ -41 THEN PRINT 

-1; INK l; " B" 

60 GO SUB 15 

7© IF INKEY(s"0" THEN GO 
300 

£10 IF INKEY$ = 4, 1-' THEN GO 

S9 LET bO=bD-10: GO 
30 IF RTTR U + i,b*lJ 



RND b<3 



a , b ; 
a b; 



RND RTTR 

, b .1 < > A 

THEN GO 



l j b+l> =4.1 L'H 

THEN PRINT RT 



RTT 

a / fc 



GR RTT 
RT 3 , b 



SUB 



;j»Ui3 



^RINT RT a+l.-b + l, INK 
p=p+l; LET &C-f LflC^ 

91 RETURN 

92 IF RTTR (a+l^fe-i 
3RINT RT j+l^b-l, INK 

p=p+l: LET sc=£C+100 
33 RETURN 

LE^ L>5 = INT JRNC-*-3J 
iRN£>*-3) : LET b7 = INT 
bS-INT f RND #3 J 
IF bS>l 
IF bB>l 
IF b7 > 1 
IF b£>l 



TO 2e 
= 110 

7; « 



THEN 
LET 




■^i ■ ■ ■ 



: LET 



I 00 

TNT 
LET 
120 
130 
14-0 
150 
160 
LET 
170 
T RT 
_RSH 
20 OR 

190 
T RT 

*»R5H 
26 OR 



LET t>& = 
(RND*3) : 



*" ; RT 12,e; " CCC CCCCCL CCCC 

dc'ccc *;IRT Ci-LCC 

■i CCCCCC-CCC C CCCCC } RT l&,t 

r**ccccccc cccccc cccccc ccccccc 

d&© PRINT RT 15, t; INK gi ** f 

; RT 1£ , n; " " ; RT 12 , 
n *' ** : RT r. i . 25 ; ** " : 



15 



RT 

7 ; 

RT 



THEN 
THEN 
THEN 
THEN 



LET bS=-l 
LET b6=-l 
LET b7--l 
LET bS=-l 
LET bl=bl+bS: LET b2=b2+b6: 
b3=b3+*7. LET b4-=b4-^bi? 
PRINT RT t:JL + &X-UmS" "i PR IN 
/I,bl+hF, PRPER INK 2, F 

1 : 1 E ' " ; LET bl=bl+b5; IF bl> 
blilO THEN PRINT RT fl/bl; 



PRINT 



RT 



f 1 



LET bl =bl -b5*2 

FLRSH 1 ' E " 

PRINT RT f2,b2-bb; ■' F R IN 

/2b2+b6; PRPER 3; INK T; F 
1 , : E ": LET b2=b2+bb: IF b2 > 
b^<4> THEN PRINT RT f2,b£; " 

PRINT RT f2. 



29; " 
RT r- i 

— ■• -t s ,24; 

,30 | , RT 

RT £ , # j IN 
HIGH : M j RT 

"BONUS 41 

ies' print^pt' /I t V ' ink m ; - 

;RT i/t;: i ™f , ; | ftT n 

•*! ; RT n.*S;"f ";RT f,S.. 
r>,t; INK e.-'HIGH'^RT /,t; 
ink r ; h$ , 

470 FOR X=t TO ti-t. PRINT 
j X ; "F" : N^^T v 
B10 PR If* 



J RT / *30i **■ 
K 5; "SCORE: " # HT e,12, 
£ *23; "LEUEL: "; RT 
RT t 




RT t 




1 : LET b2 = b£-b&*2 
i?2, FL.R5H %t " E " 

210 PRINT RT f3, ^3-b7; ^ PRIN 

T RT F3,b3+b7, PRPER 3, INK O , F 
R^H 1 -E" ' LET b3 = b3 + b7. IF b3 .> 
=^"0R b3<3 THEN PRINT RT f3,b3j " 
LET b3 = b3-b7*2: PRINT RT f3 r< 
b3, FLRSH 1, " E 

2 ^ - r fl :r AT /4-^b'i-bO; " PR IN 

7 W RT /4,b4+be, PRPER B; INK 4.; F 
: flSH 1; l E": LET b4- = bl+b3; IF b4> 

" LET b4=b4.-b&*2: PRINT RT 
b4-; FLRSH 1, " E ,T 

300 IF RTTR f3,b + l.*>l20 

^a,b-li>120 OR RTTR fa+l,b)>lgO 

OR RTTR ta"l,6).>iS« THEN GO TO 
70O0 



f 4. 



OR RTTR 



350 RETURN 
3=3 E BORDER 
INT RT I ,16 
INK e; ' MN" 



g. PRPER 3: CL.S , PR 

INK e ; "KL" r AT rje; 
RT n,15; INK "R " ; R 
T f . 13; INK fij "■■ < ';RT S .l Ji, I 

t j "BDPi?B H i RT to ,13; INK e; "©RS 
TB'JRT S-13; 'B";RT S>14-; INK n;" 

RT 5,17; INK £, "B",RT 9.-13; 




F. 



RT n i 



13, INK '.- n 



s c 

INK 



PRINT RT 
** ; RT »> 
* ' ; RT r> i 
INK S; 



, e ; INK n , " 
IS; ink n; ■* 
, e ; INK nj M 
MH ' ; ink .0 

ink o c 



LET 

= B FOR X=m "TO e STEP -r: GO S 
JB fl: NEXT X: LET y FOR k =24. 

fO 30 STEP r : GO SUB R NEXT X 
S-40 LET X=10: LET y=B; GO oUB ft 
LET X=20: LET 9=B: GO SUE R L 
5T \=1S; LET jsll; GO SUB R < LET 
x=10 LET y=14-: GO SUB R LET X 
-20 ! LET y=14v; GO SUB R : LET x=l 
5: LET y=17; GO SUB R 

SS0 LET X=S: FOR d=l TO r; FOR 
4 =H i TO 13 STEP H: PRINT RT y,X, 
INK BRIGHT t^'B" NEXT y: LE 

T K=22: NEXT d; GO TO IS 

600 for y=y to y+n. print rt 

x; INK t^'B". NEXT y LET y =y - 
RETURN 

700E FOR X=f TO URL "-IS" STEP - 
t: PRINT RT a-t,b, " "- PRINT HT 
a / b, "H " IF RTTR < a + t , b > * > q RND 
=)TTR fa + t # bi^>URL "4.7" THEN GO T 
D URL "7015" 

7010 LET a»a+t: BEEP URL ' - 0 1 " j X 
: P R INT RT n i , URL " 1 1 " , INK S, 
V; INK n; "C"; INK s : RSO Rl 

URL " B L ' > URL "13"; INK £ " B " „♦ RT 
URL "B",URL "17";"B";RT S , URL "1 
3";' B";RT S.URL "17", " B ' NEXT X 
70I5 PRINT RT B.MRL "14.";" " ; RT 
^,URL "16"," ";RT 9 , URL "14."; IN 
m < e;"D",RT q - URL "ie"^"U" 
7020 PRPER g ; INK £ . FOR X =',»RL " 
23" TO -h STEP - f . PRINT RT , bJ 

FLRSH t; "X". PRINT RT a , b, H" ; 
=^EEP URL ".Bi",X+t: PRINT RT «a , b 
;"(?". PRINT RT a,b;" " BEEP 
■ - 01 " , X : NEXT X 




CONTINUED 



X =t TO 
INK r ; " 
if u >e 



150 " : PRINT 
NEXT X ■ LET 
THEN GO TO URL 



7930 FOR 
AT 3 ^ b/ 

I i = I j - 1 

■ . ^ „ 

^032 PRINT AT URL. "12", URL "H*'; 
" GRME OUER": INPUT INK e;"HIT < £ 
WTER ; TO PLAY flGBIN. , . " ; K $ .- IF f 
Obi THEN LET hi=5C: GO TO UflL " 
7050" 

7035 O TO j" 

7050 CLj : PRINT RT UAL "3",UflL 
"5" ; " CDNGRRTULRT IONS - Y OU ARE" ; RT 
URL " 10" j F ; "TODRY " S HIGH SCORER 
! PLERSt"; RT URL "12" , f : " ENTER Y 
OUR NAME C3 LETTERS) " t : FOR X=t 
TO URL "30"; BEEP URL 'M",RND*U 



H; 



LET H 



CLS PR 
RT 3.25; 

; RT 11,1 

" ST ' ; AT 
KONG J M : 
CAN you 



; RT 



AL "40". NEXT X; INPUT 
t=H4tl TO 3.1 : GD TO T 
7110 BOEDER 4-: PRPER 4: 
INT RT S, 15; INK fi; 
■ l HN";RT 10,1*; INK 6; '"A 
4; INK 0;"DPO";RT 12,14 
&, 13, "KRAZY" ; RT 1*, 13; 
PR TNT Wl, *' HOU HIGH 

TRY^ 

7130 BEEP -4,-5; PRU5E 3; BEEP * 
2,-3- BLTP . PAU3E 3: Dl£P 
■ 2,-3: PR USE 2 : BEEP .2^; PfiUSE 
2, BEEP .3,-3: PflU5f 4.: BEEP 1, 

3 

714.0 PRLiSE 250 GO TO 4 

7303 PRINT a,t>, PRPER g, u " 

7305 FOR y=t TO 16: PRINT RT y,8 

; " : NEXT y ; FOR 

j=17 TO 20, Print RT y,ni; INK n 

; "CCCCCLCCCC-CCC" ; NEXT y 

7310 LET y=5: LET X =15 PRINT RT 

y , X - t ; "OPO" ; RT v + t ,X - t ; "RST" 
7315 FOR i=t TO URL "10": PRINT 
RT y + 1 , x + t ; " " ; RT y + t , x - 1 ; " " ; RT 

y,x + t, "U",flT y,x-t;"t>". BEEP 
L ■\08",£: PRINT RT y , x + t ; " Q 

y r x -t ; "O" ; RT y + 1 , x * t ; "T " ; RT y+t 
, X-t;"R M : BEEP URL ** * 1 '* , £ —URL " 1 

3 " : NEXT S 

7320 FOR ssit TO URL "H"; PRINT 
RT y ■ x -t ; "DPU" ; RT y + t , x - X ; "D5U" : 
LET y=y+l; PRINT RT y~r,x-t," 
■ BF E P URL " .2",-i: NEXT S 
EP t , URL " -15" 

RT ,9; ink n ; 
t RT S > 15, INK 7; "A 
FOR b~8 TO 14; PRINT RT 
PRINT RT S,b-1; " ": GO 
NEXT b 
7340 PRU5E 150: 
YOLI UIN"; PRUSE 
/ll; "THIS TIME": 
T RT 13,8; FLRSH 

7350 PRU5E 500: LET 

r ie = ie+t . go to n 

7820 IF b>27 THEN RETURN 

7825 IF RTTR ia+t,b) =w THEN PRIN 

T RT a + ?,b; INK S; " "; LET p ejp + 1 

LET S ■- -E c + I£0 
7830 BEEP ,1,15: LET a=a-t LET 
b-b+t: PRINT RT a+t,b-t;" "; PRI 
MT RT a , b; INK e;"I". BEEP ,l,2CI 

IF RTTR fa+r,b3=w THEN PRINT R 
T a+r,b; INK S; " " ■ LET p =p + t : L 
ECT s c =5 c +1O0 

7835 IF RTTR O,b-t.1=o OR RTTR ( 
a+r,b-t:i=o THEN PRINT RT a+t,.b-t 

; INK t , "B 11 

7*40 LET fc^t> + t: PRINT RT a^b-t," 
"; PRINT AT a,b, INK el' PEE 
P .1,25; IF RTTR b.f s« THEN 

PRINT RT a+r,fr y INK S; " ' ; LET P 
=p + t LET S C=JC+l0tJ 

7845 IF RTTR ta+t , b-t) =C- AND ATT 
R (a+r,b-t!i(>o THEN PRINT RT a,b 

INK t ; "B " 
7 5 SO LET a=a+t: LET b=b+t; PRINT 
RT a-t^fc-t;' ": PRINT RT a , b } I 

?SE5' IF ATTA^a ' l-lf =o RNO ATTR 
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7330 

LET a =8 
a ^ b . " F 
SUE 12 



PRINT RT 13, 12, " 
100. PRINT RT 13 
PAUSE 100. PR IN 
t; "NOUl TRY RGRI 



( a + / ^ b - i 
; ink 

7£5£ IF 

AND d *f ^ 
786i? IF 
L> ir>2B il 
3 7OO0 
7BS0 GO 
7310 IF 
7315 IF 
T RT 3 + 
_LET S- 
7330 
b = b - 
,MT £)T & 
IF RT 
T a +r y b 
ST s c m& 
7335 IF 
? + r , b + t 
; INK t 



^,'>D THEN PRjNT RT &-t,b 

t-bl AND a = r 1 OR b = b^ 1 fln 
1R b = b3 AND a=/3 OR o-c-4 
. THEN GO TO 7003 
a =14 AND b>23 OR a -1 J AN 
R a =t AND b,2J .'H£r ; ^U T 

TO 20 

b :n THEN RETURN 
Pi TTR + r b,^ =W THEN PR IN 

t,b, INK 5; T*j LET p=p^t 

- — j- L + lt?0 



PEifF . 1 
t : PRINT 



15 
RT 



b ; INK 

R ( 3 H r 

INK 5 > 
+ 100 
RTTR (a 



LET a =a - t LET 
a + t . b + t , '* " PRI 
e ; BEEP r J * 20 

b> -W THEN R 
" - LET p =p it L 



b + 1 *6 OF R 



THEN PRINT RT a+t,b+t 



. "5 

734 C LET b=b-t : PRINT RT a.btt,' 
*" ! PPJINT RT a.,b, INK e^'U": BEE 
P .1,25: IF RTTR la+f .bJ =W THEN 
PRINT RT 3+r,b, IfJK S;" ": LET p 
~P + t : LET ^ C =£ C +100 

7345 RTTR Ott,b+tJ»0 AND ATI 

R [a+f,bttJOO THEN F>RJLNT AT • , b 

+ 1 ; INK t ; * E - 

7350 LET a=a+t: LET b=b-t: PRINT 
RT a-t>b+t;" " PRINT AT a,b- I 
NK e:"G": BEEP .1,15 

7355 IF RTTR fa,bttJ so AND RTTR 
(a+r, b+t 3 <>Q THEN PRINT AT a-t,b 
+t, INK t . "B" 

7353 IF b=bl AND &=fl OR b=b2 AN 
D a - F 2 OR b-b3 AND a - f 3 OR b = b4 
AND 3=fi THEN GO TO 7O00 
7350 IF asl4 AND b(T OR 3sll RND 
b < F OR RND b{B THEN GO TO 7 

73 3 O GO TO 20 
B500 PRPER UAL ' 2'" 
. INK UAL "7" ; CL3 
3510 PR -NT AT PI.'PI, UAL lC ,f 
. ^ZY KQNg" ; AT UAL ,, 2" /URL "10 
, AT INT PI , INT PI; 
TIM BOONE , Sci LP t b a Ittp t OH " 
3550 PRINT RT UAL "S" , URL "7 
e/BDPRD COMMANDS ;", AT UAL "7 
-Pi; "CURSOR KEYS GIUE URLK DIREC 
TION";RT URL "9", URL ,, S ,, ;'l = JU 
MP LEFT"; AT UAL "11", UAL "S","0 
■ UUMP .RIGHT" 
S552 PRINT AT 15 
0 FOR EACH PLUG 
AND UIN T 
KONG . " ; AT 



BORDER P a -PI 



KR 



by 

"K 
PI 



ANY KEY 
M THEN 1 



0; "YOU SCORE 10 
OU KNOCK OUT , 
iE EONU5 IFYOU CONQUER 
21,3; BRIGHT 1; "PRESS 



TO PLAY, 
SO TO UAL 



, : IP 

"3552" 



INKFV * = " 



3560 INK 0; 
3 6 00 STOP 



SCORE: 0 



RETURN 



HI3H : © 



LEUEL ■ 0 






LkRA BOM 



BY S, MURDIE 



fed w 



6* w 




Can you get Willie Worm 
into the safety of his hole 
before hissing Sid Snake 
catches him and invites 
him to join htm for lunch- 
Willie is on the menu) 
Willie has to get back to his 
hole using a series of 
ladders - but slippery Sid 
do without these and 
pursues the weary worm at 
c irighteningly fast speed, 

In dire emergencies 
Willie can call on his 
amazing ability to teleport 
out oi harms way - But the 
number of times he can 
use this talent is limited - 
so they must be used with 
care* 

Can yon keep the snake 
from the worm's door? Or 
is Willie doomed? 

Full instructions are 
included in the program. 
So worm your way out of 
this one if you can! 



WORM 



IV REP! HUB" CHHSsfc 

tZ> *£M BY STEVEN HURDIE 

.♦tf REM KuR DRRtiON 32 

4B REM BLL RENE CAN BE UELEfED 

REM SET UP GRAPHICS MftffVt 
6ti OIfinS^B,2B3'01H L( ze.ee/ 
^0 REM INSTRUCTIONS 

HP CLS PRIMT~*hl]LLV WOflrt MEETS S 1 0 SNflKE*" 
_, c j hHi^t -,;L' e»n*we uhnts TU fe HT WILL woftn, 
VOI J HUST PROTECT WILLY BY GUIDING- 
HIS MOVES USING ' B' 1 '0' FO* UP 1 DOWN AND 
1- 1 *3' FOR LEFT 1 RIGHT" 

PRIHT"UI]LLV CAN TELEPORT WITH THE 'T' KEY 




116 PRINT " , «. BUT NE CHN ONLY TELEPORT 5 TIMES" 
l& PWIHT-WILLV MUST USE THE . LWM^SI^ T^HJjVt^TU 



1*0 PP1HT-W1LLY CAN WIN IP HE REACHES HIS HOLE. 

SID WINS " 

140 PR INT "HIT RNV KEY TU STAR T " 
1^0 REM ORANGE SCREEN 

16B screens > \ 

\?Z IF INKfcV»« " THEN l 7 8 
CLS4 

-.90 REM SNAKES POSITION 
ZfcU R*0'B-30 
a J« REM YOUR POSITION 
2^0 K-fl Y"l4B 

230 PMDDE3-1 PCLS 
24tf OEM [>PP.U YOU 

25B L ] NE* 95 • » >-< 1 00 . 1 05 J PStT , BF 

2€B G£T<.9Bh50 5- r 1 1 B ■ 1 10 5. 

£7B REN RESET SCORE M ZERO 

2&« SCORE-0 

gfB PMQDE3- 1 PCLB 

7*50 REM DRHW LHDDER 

JIB LlNE<-0,P>-<e-2«>-PSET LINe<ae.B>-tZB.8«^PSET 
J20 FORT-flTOlS STEP 3 
330 LlME< BpT )-t ZB, T >, PSET 
J4B NEKTT 

BOB tETCfl. 0?-c20-2B >,L;G 
-160 PM0DE3; 1 C0LUR2- 1 PC-LS 1 SCREEN 1 , 0 
L-f'0 REM SET UP PLAY FIELD 
40B FD*r-eTQ190 STEP 40 
3*U LINE/O Tl-C 233, T+2B>. PSET BF 
400 NEK IT 

_i 10 F nF?T*20 TO 17B S^EF 40 
42B PUT< 150-T )-i 170.T+2B > ■ L . UR 
4:jB NE.XTT 



1 



440 REM PRHH HOLE 

498 CIRL.LE<5, 11B>,3>3 

4fr0 FHJHTf 3, 1101.3^3 

470 PUT<X,Y>-<X+20.V+Z0},P,.OW 

48? L I NE< 0 ' 38 J-< B , 3B > « PSE T 

4?B CUL0R.3. I 

500 REM-SETS KEYS TO UPPERCASE 
►nd" POKE329'23'3 
-.20 FW-1NKEYB 

gjg 3F fll-'T 1 RHD K>B THEM H-X-iB 

]F q*.«3<< Y.MM r NEN X-X+IB 

^■50 ]F Ht a ''B" HNO K'«170 HN^ X»>15fl THEN V-Y-JB SO'JNtJ200.: 
■560 IF RB" "0" BMP X<"170 P-NO K->150 HHtf Y< 1 70 
THEN V*Y+10 SOUNt^0, 1 

5/B IF INKEY**"^' HMD TE<3 THEN X-RND' 1 20 .>* 1 0 
Y-flNP' 17 J* IB TE-TE + 1 PLPiV" T12V31H3.' 
1 F»j3i4i 5 j 6 j S^ 10 J 1 1 ' 12" 
9 SB REM CHECK TO SEE IF YOU'VE HON 
59Q jF x.0 PHO Y-18B THEN PLHY 'T1202V3! i 1 

1j3i4i5'1j3-4^i3. 1 ■ 3 - \" ? f .0PE 
■ SCORE * 1 500 XL S3 GOT U ^30 
£.00 IFY*:8 THEN <m0 
610 REM DRHU 5 NflKE 

LlRtLfe* P. B >.■?-. J PMlHI'Hti),2.J 
b .3P REM MOVE SNAKE 
64B IF V<B THEN B*B-5 
b^0 IF Y >B THEN B-Bi-5 
tteB IF X>H THEN B-H+3 
S.'B IF V-6 PM> X'fi THEN 

REM INCREMEMf SCORE 
t.J0 ^.rLiRE*5COPE+!0 

?0fl REM CHECK TO SEE IF YOU ARE CAUGHT . IF 
Y-OU PRE PLPY DEPTH MPRCH 

!S if %S PNt» <-B THEN PLNY-0lV3iTSt4G^L9GGL4B-flPG-;F+&« 

r'L^P GrjT073B 
r 20 Gr.'1047B 

r'JQ PRINT " YUL 1 BCOREL "SCORE " POINTS." 
,40 tP bC0RE>Hl THEN HI "SCORE 
750 REM INCREASES HI -SCOPE IF 
76B PRINT "Hi -SCORE- " H I 
77B PR I N T " HNO THER GHME" 
?VI3 REM SETS KEYS TO UPPEPCHSE 
,'9P POKE 329 -351 
BBS RB-INKEYB 

yiffl IF RR»" '•■ THEN TE-0 GOTO 8" 
t*2B IF F**- h N" THEN END 
8M GOT0500 



SC0"E IS BIGGER THRN IT 
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BY M. BEATON 




Battled, bothered, 
bewildered? Then yeu 
must be trapped in the 3D 
Labyrinth, Even more puz- 
zling than the Hampton 
Court maze, more difficult 
to get out of than the Bar- 
bican centre and mare 
addictive than Dallas, this 
qame has everything - 



except clues on how to 
escape! 

At the st aft of the game 
you are asked to select the 
sise of the maze. It is 
always organised so that 
one exit is at the tap left on 



(Screen presentation is 
simple but effective. The 
maze is always displayed 
from the back of the cell 
you are in - and you can 
see up to a maximum of 
four cells in front. You'll 



the map which you can 
call up for advice. You start I soon get the hang of the 
at the bottom right. f graphic display and be 



ready to tackle the 
mysteries of the maze. 

Commands used are; 
F = forward one cell. R - 
right 90 degrees, staying in 
the same cell. L = left 90 
degrees etc. H - Help I 
Returns you to the map of 
the maze showing your 
position. 



3D LABYRINTH 



5 FLRSH 
INVERtE 0. 

ft t? . CL 5 
yRINTH", RT 



0: BR a GMT O; Cjt^ £ 
BORDER 5; PAPER 2. IN 
PRINT RT 7, 7, "3-1? LAP 

9,i0j-i9B2 - h - eepiton 



■7 FOR i =0 TO 7. POKE USP 
i ifiti ; POKE Lt5R " b" + i , 2+ C 7 - i J : P 
DKE U5R "C"+i,l: POKE U5R "d'+i 
POKE USR "e-fj ,0. ^0;%L u^r 
f" +i ,15: POKE USR M g"+i .252 PO 
USR '*h M *li#; POKE U5R l, i M *i*© 
3: POKE USR ,240 POKE USR 

'fc"+i,l29. POKu USR -L li +i,£43; P 
3KE USR "»"ti ,267: NEXT i 

1(3 POKE USR "e ,, +7>255 l POKE US 
R ,, r , +7,255 1 POKE USR "h* a *8«N P 
OKE USR ^'^7,255: POKE U5R 
1£S; POKE USR ,+ K ( ^7,12& 

IE £»IM a> ill, 16 ; . DIH 3 1 4 * : DI M 

LET C» = '^ 

40 INPUT "WidthO-lD?" t- 

IF t -2 Of? t >il THEN 



GO &UD 
*=1 

THEN LET b=JH 
IF yl=x2 THE 



3 = 0 THEN GO 



420 LET hi =i +x£ 

430 LET b=* (i >y j : 
IF ^1=-.X2 THEN LET 

4-4-© IF V,»0 AND V VI 
fi ,Y} i GO SUB 2000 
N LET 3^1 

490 GO SUB 2100. IF 

(SUB 2?^©. GO TO 530 
^7*5 kF.I * =& * F * >D ftN ^* * < «- «ND 
rn cn^'-" 1 THEN LET b=»(«,v>: 
GO SUB 20O0; IF xl-Xg THEN LLT a 

"™~ — L 

) 4£»& IF V .*0 RND \ TjfEN lL> -m 

' fi,V.<; GO SUB 2000. IP xl=-x£ TH 
EN LET 3=1 

OR f i aft R-ND y =2 RND 
GO TO 515 
2300: GO TO 53P 
2500 

LET b=J» (i ,y » . GO 5 



&4 



4 '^7 IF 3=1 
X£=-1) THEN 
500 GO SUE 
GO SUE 
530 LET 3=0 



t ; 




PRINT RT 
I CREATE 



B ^ 1, "PLERSE 
THE';TRB 1L 



LET X=INT (t/2) 
; LET » (x r y } = 5 
X < t THEN IF » (x 



1 THLN IF tf ix 
= b + I : LET a f b> 
<u THEN IF jb (x 
t h + 1 : LET a l b .1 
y 1 THEN IF m (X 
= b + l . LET 4 t b> 
>0 THEN GO TO 



X 
t 



b 
b 



-i 

, y + 1 1 

> y - 1 > 
^4 

£000 



=0 T 
-0 T 



t = INT 
TO 4.0 
50 CLS ; 
MBIT WHILE 
"LABYRINTH 

110 RBNDOMIZE : 
; LET y = INT (uyfii 

120 LET b=0: IF 
+ 1 , y J =0 THEN LET b=b+l 
= 1 

140 IF 
HEN LET 
150 IF 
HEN LET 
160 IF 
HEN LET 
1B0 IF 

190 LET b=n Cx . y ;» ; GO SUB 
LET X 1 = -x 2 LET yl^-yl 
200 IF X1=0 RNO yl-0 THEN 

210 LET X=X+X1; 

ro 1^0 

230 LET t>=a l irjT 
5UB 200ti 
2b0 LEI x =X +x 1 : 
» (X ryi> »b: GO TO 

340 LET L=t+1: LET f.i^u+1; LET X 
^t; LET y=u: LET x2=-l; LET y2=0 
: BORDER 1: PfiPER 4-: CLS : GO SU 

e 4.000 

350 PRINT RT 1/11; "GOOD LUCK 1 11 ; 
HT IB , -10; '"PRESS ANY KEY" ; PPUSE 
0 

370 CLS INK 1: FOR i =© TO 21: 
PRINT RT i j Oli : NEXT i. INK 

0 

400 IF X2=0 THEN GO TO 750 
405 LET <l=X+x2*3: LET v=y+x2. L 
ET 2=y-x2 
410 FOR i =X TO q 

=4- i i -x.> *.x2. GO S 



LIB 200O: IF yl-X2 THEN LET a=l 
550 IF Z >0 PNO zm> THEN LET b =m 

GO sue IF yl-x2 TH 

EN LET 3=1 

5S0 GO SUB 2200 

510 IF a =0 THEN GO SUB 2^t?0 G<"' 
TO 70O 

620 LET a^0 IF W >0 PNT 1 v t RND 
Z>0 RN£> J2 THEN LET b iw, 2 i 

GO SL»B 2000: IF Xl=x2 THEN LET a 

- 1 

540 IF 2 >{ZJ RND 2 <* THEN LET b =m 
( i 23: GO SUB 200O: IF X1--X2 TH 
LET 3-1 



,. Z ) 

EN 
650 
^ 60 
&©0 
700 

705 
N LET 



IF 3 =1 THEN 
GO SUB 2 ? 00 
GO SUB 2G00 
GO SUB 3000 
LET a^G- IP 
b =HJ < W „ y J» ; 



GO Tl< b60 
GO TO 700 



w >0 RND ut < I 

GO SUB i?000. 



THE 
IF 



GO TO 
LET y=y+yl; GO 
fRNDib.i +I,i ( GO 



LET 
120 



y=y+yi , let 



Gu SUE 2000: 
3=1 

I RND a=i THEN 

i <=<\) OR (X2*~ 
<> 1 OR y < > 1 1 T 



LET V =X - J i£ 



LET & 
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X1=X£ THEN LET #=1 
710 LET b=»{i^yj ; 
IF X l=-x2 THEN LET 
720 IF W >0 RND W c 
NEXT i 

730 IF (X2=l RND 
1 RND i>=q.> RND |j 
HEN GO SUB 29Gi? 

740 GO TO 1101 
_750 LET «l=y+ji?*3; 
ET z =X +y i=> 

7^0 FGJ4 i -y 7 O q STEP 
=4- (i -y> #y2: GO SL»B 3 

770 LET ft' =i +y.2 

S00 LET b»HfX«iJ 
IF xl=y2 OR fy2 = l 
1> THEN LET 3=1 

©10 IF V>0 RND V 
iv,ji : GO 3 
EN LET 3^1 

630 GO SUB 2100; IF 

SUB 2700: GO TO 930 

kS T a=C> Ip w>e RND tf<m RND 
v >0 RND V < I THEN LET b~» <v . ur i 
GO BUB 2000. IF yl=52 THEN LET e 
= 1 

BB0 IF v>0 RND v<l THEN LET b=» 



GO 
RND 



SUE 
X=l 



< I 



2000: 
RND i « 

LET b 

--'J2 TH 



3=0 THEN GO 



h ■ ^ 

ir 




2000 



GO TO 903 
GU TO 930 



HND 

b =61 
THE 



<V „ i J : GO SUB 
CM LET 3=1 
£70 IF a =1 THEN 
33 0 GO SUB 
Q00 GO SOB 2500 

LET a=0: Lt ! b-J» ix,i 
US 2000: IF Xl=-y£ OP (u2=-i 
X-l RNO i =1? THEN t£l 3-1 
95© IF Z ">0 RNP Z<L THEN LET 
fZ , i > GO SUE- 500f' . IE ;<l=y^ 

'ri| T ?P I =0 IhEN GO SUB 2SB0: GO 
TO 1 0S0 

QBP LET a=t&. IP u*>e RND AND 
?>S PND ST < C THEN LET b=J(Z,WJ : 
1^0 SOB £0130: IF THEN LET a 

1900 IP Z >0 RND Z^L THtf-t Ltl b=J 
[2 ; j ) , GO '5Vt- 2000: IF yl^-yii TH 

lS±0 E IF 3 a-I THEN GO TO 10*? 

1020 go soe 2400. go tu 1^0 

104-0 GO SUB 2600 
1050 GO SUB 3tfOtf 

A&70 LEI 3=0. IF WJ0 RND THf 
5 LET b=m<X,u«>: GO SUB 2000: IF 
yl=y£ THEN LET 3=1 _ 
1030 LET b=mlx,i): GO SUE 
IF yl=-y£ THEN LET 3 =1 
1090 IF U>0 AND «<m RND a = n. 

1100 IF «y2 = l iv=«l- 1 OR Jy£=- 

1 RND 1 . -'='!.' THEN GO SUB 
1101 
1107 
110£ 



2000 
2010 

2020 

2030 
2040 
2100 
2110 
AND 



LET ;<1=0 LET yl=0 
IF b = l THEN LET ; ; 1 ^ 1 
IF *=2 Tyi^N LET ::1 -1 
IF b = 3 THEN LET yi=l 
IF b=4 THEN LET yl=-l 
RETURN 

FOR J=C TO d , ' 

PRINT RT V": IF a =0 

j^>-l THEN PRINT RT j -S , J ; 



IF 



2000 



THEN 



2300 

IP'x <>1* OR"y <>1 THEN C-O TO 



THEN PRINT 

; RT ±*ia; R lEXITj -\ 

y2=-l THEN PRINT 



RT 



0 



13 
13 



1 *» 

2120 NEXT j : RETURN 
2200 FOR J=C TO d 
2210 PRINT RT \ . 

3=0 HMD J~9>-1 THEN PRINT RT 

30 — J ; *' #J /" 
2220 NEXT J : RETURN 

2300 LET n ^d-C. FOR X =e TO ^. PR 
INT RT K,c;b*( TO nJ J "I": NEXT K 
: RETURN 

2400 LET n=3Q-d: LE i" p=d-C; FOR 
K^e TO < . PRINT RT K n ; " ft" j. b * < T 
O P> : NEXT K: RETURN 

2500 PRINT RT f,c; " 1" iS-d 

+C TO 1: FOR J=e TO f-1: PRINT R 
T J , d ; " |" : NEXT J 

2510 IF d-C>0 THEN ^ET j =2& - i (d~ 
C) /2+d) -1: LET n=d - C: FOR k = 1 1 - 

TO J: PRINT RT K,c,b*< TO n) 
" : NEXT fc 

2500 LET U p=30-d: PRINT RT f ,#> 

" \ TO d-C-H*. FOR j=£ 

f-1: PRINT RT j*Pi"M"- NEXT j 
2510 IF d-C>0 THEN LET j=20-Md- 
C w 2+dJ-l: LET n =d ~ C ; FOR K =11- j 
TO J: PRINT RT K , P , "U" ; b* « TO P 
) . NEXT k 



n 



TO 



RT j , d , 



RT 5,26 



1103 IF 
* "OUT > '* 

TF X=t PND y-U THEN PRINT 
T ? , S; YOU ARE RT the SThRT" 
1110 RESTORE - FOR * =1 TO 4 R 
D xl.Ml: IF X1-X2 RND yl=y2 

GO TO 11S0 
112 0 NEXT i 

11^0 input "tJhat i5 yc-L-r a&ove 

; i S. GO TO 114 O 

113S INPUT -'u ? URj gJ* t , Forward 



RETURN 

FOR J=€ TO f. PRINT 
NEXT J : RETURN 

Lr r=30-d: FOR J =e TO f, P 
RT J,r;1 14 . NEXT RETURN 
LET n=d+l: LET p=29-d*2; FO 

K j n j b$ ( TO 



r He ip'? 

114-0 IF 
T i =i 
1150 
T a =i 
1150 
SUB 
1170 



* = "r " 

GO TO 

* = " K " 
GO TO 



OP li^'R* 

1 1^0 

OR" i * = ' L ' 
1 150 

OR i* = ,: H M 



LE 



THEN 

THEN LE 

THEN GO 

THEN GO 



i -l 
i -4- 
r=± TO 



y »y +y2 

THEN GO 



+ 1 
IF 
-1 
IF 

4^tftG>. GO TO 113© 
IF i* = "f" OR i*^'F 
TO 1320 
1130 GO TO 1135 
l^cso if i ^5 THEN LET 
1200 IF 1 =0 THEN LET 
1300 RESTORE : FOR i 
E> x£,y2: NEXT i 
1310 GO TO 3,0 
1320 LET X=X+X2: LET 
1330 IF X < 1 HND y-1 
000 rt 
1340 IF X<1 OR X>t OR 

THEN GO TO 1430 
1350 LE i 3-0 t 

1360 IF y 2 -0 THEN GO TO 14fc?0 
1370 LET b=i lX>y) . OO SUB 20B0 
IF yl=y2 THEN LET 3=1 
1330 LET b=ffi ix , y -y2> . GO SUB 
5- IF yl=-y2 THEN LET a =1 
1390 GO TO 1420 
1400 LET b=»(X>yJ: l^O 
IF xl=x£ THEN LET 3=1 
1410 LET b=lft l x -X c j y ! ■ GO SUB 
0j IF X1--X2 THEN LET 3^1 
1420 IF 3=1 I HEN GO TO 3 70 
1430 LET X*X^X2: LET y=y-y2 
1440 PRINT RT 7,4, 'YOU CRN 
E THIS UflV" 
1450 GO TO 1130 



2520 
2700 
" I" : 
2&00 
RINT 
2S00 

R X =e TO f: PRINT RT 
p 3 j NEXT K : RETURN 
3000 PRINT RT ffl.d+ljtf i TO 
d *2.^ : RETURN 

3100 LET 3=0. LET C=l&-2t5. LLT 
d =16-2t is -l.i -1 

3110 LET f=20-d; LET e =0 IF d -£5 
>-l THEN LET e=d-8 

3120 RETURN _ 

4000 CLS : LET r -9 - INT (t/2) ; LE 
T P =15 - INT t Li , 2i 

4O05 FOR H=l+r TO t+r: PRINT 
K/P;"' l-.iRT K ^ l» + 1 -rP ^ J *J *' : NEXT 



PK' INT 
. NEXT 
k =1 TO 



RT 
K 

l . 



RT 

X : 
K ; 



FOR 
2000 



REM 



TO 5 



y ci OR y >u 



SUB 2000: 

£00 



FOR K=l*p TO U 
_";RT tfl^f / k; 
4010 OUER 1: FOR 
= 1 TO U 

4020 LET b=m iK, j> : OO SUB 
4025 LET g=*+r: LET b = J *P 
4027 PRINT RT fl^;"Q" ^ 
4030 IF Xl=l THEN PRINT RT 
— *i . f^y « ^ H " *" ** 

404 0 IF ,\l=-l"THEN PRINT RT g 

" ! RT 3 + 1 / *> * " 
4050 IF y 1=1 'THEN PRINT RT 
; ■ ; RT g , h. -l; " ]" 
4060 IF yl=-l THEN PRINT RT g , b ; 
" J";RT ^h+lrn^L. . 

NEXT J ; NEXT X 
IF X2«l THEN LET i »=" V" 
IF X2 = -1 THEN LET i* = "f 
IF y2=l THEN LET i*=">" 
IF y2 = -l THEN LET = ' 

PRINT FLRSH 1 .: RT x+r,y+p;i* 

" : Oi 



9 i h; 



4070 
4090 
4100 
4110 
4120 
4130 
; FLRSH 



0;RT l+r,Up; 
1+P 



<UER 0 



T HOU 



PRINT RT r 
4140 RETURN 

5000 DRTR 1,0,0^-1^-1,0.0.1 
5000 BORDER 3. PAPER 5: CLS . PR 
INT RT 7,3; "YOU HRUE E^CRPED FRO 
H THE' l ;TRB 11, "LRE-VRINTH"; FOR i 
=1 TO 400. NEXT i : RUN 





Re-member City Bomb - 
the game that featured in a 
very early issue of Com- 
puter and Video Games? 
Well it's back - bigger and 
better and for the Dragon 
32, 

You control a plane 
steadily losing height 
above a skyscraper city. 
The only way you will be 
able to land safely is to 
clear a landing strip by 
bombing the buildings 
flat! If you manage to land 
safely the city is rebuilt 
with taller buildings 
presenting you with a 
tougher challenge- 
It's a very addictive ver- 
sion of this classic game, 
making good use of sound 
and colour graphics. Full 
instructions are included 
in the program. 




BOMBER ATTACK 



Id £££££££££££££££ 
20 '£ BO^BE* £ 
3k> £ RTTRCK £ 
4t* '£ BY O.BECK £ 

50 '£ im *tS 83 £ 

fr0 £££££££££££££££ 

70 FUKE63493,0 

d0 DIflB( 15, 7J,X< 7,7 ? 

90 SC-tf'Hl-Hi 'CL6' INPUT '■DIFFILULTY <l-10)"#n 
1*0 JFR>10 OP R<0 7HEN90 
110 PMC'DEJ * 1 ■ ScREENl / 0 ' PCL5 
i20 PCLS3 

130 'ffDRRW PLANE t BUILDING BLUCKf* 

140 C0L0R2, 1 'DRHWBP110, 10jBRlRZF2R3FlR3FlRlL12NiU3' 

150 PRINT< 14. 13),£, Z 

GEKN,P13-<Nl,Ml J,B,G 
CUL0R4, 1 ■ DRRU"Bf150, 50j R7D7L7U7" 
PRINK33i33?-4,4 

C0L0R2 , 1 ' DRAW "BM53. 52 j R3D3L3U3F1 " 
GET1 50, 50 H 37 J 37>,X,G 
PULS3 

*rS£T UP BUILDINGS** 
FOPI»13T0Z35STfc:P7 
U-RNDC fl* 1 0 J ■ Z-7*( I NTC > i 
FORT-m TOISI-Z STEP-7 
270 FUK 1.7-7 >-C 1 + 7,7 >,X,PSET 
200 NEXT 7 
NEXT I 

N-0Nl*13'f1-I 

'JtMOvEPIENT OF PLRNE** 
0OL0*3, 1 L1NECN,MJ-CN+7,M+7? J PSE7,0F 
N-N+?-H-n-Nl«NI+7'Ml-ni'0»N+4 Qi-m + 1 IFN1>232 

tp(enn-0-ni-:5 n-fw.ni-ru+7-a 

-N+3 1 Ql*Ql+7 

3*0 IF HI > 130 THeNGOT081« 
IFM-0THEN420 

JFKPDINK Nl + I jftl X >3 TH£NCUTO440 
PUT<N.P1>-<N1* MJ ,',B .PSET 
PLRY "T255028C " 
F0RK-17O75 NEXTK 

IFINKEY»0""THEN PLRY " TZ5303RB-' ■ L-O5UB3S0 

coram 

L I NEC 240 , n-7 >-( 255 , 111 -7 > , P5E7 , 0F 5010330 
FDPT-1 7O1P0 



:&0 
i ^0 

18B 
1^0 
^00 

230 
£40 

*30 
260 



2*0 
300 
310 

j 38 



330 
360 
3^0 
380 

400 
410 
4Z0 
4 30 
440 



450 X-RND*3>+I 
■ 460 COLURX, 1 LlNfcC Nl ,P11 >-« RNpl 253 ? - RND< 190}> J PSE7 
1 4/0 PLHy'T235trSeoiC" 
1*90 NEXTT 

$4*0 LLS'PRllsfT-HFlRO LUCK YOU URRSHEO" 
; 500 PLFIY"T4D2L4[>L8CDL4DL6FL8EEDDC£L^ 

310 PRINT "yOU HRNRtiEO TO SCORE" J SL, 'POINTS" 

■5?0 IF SON I T HEN Ml-SC 

5J0 PRINT"«IGH-SCORE" I Ml I "PD I NTS " 

340 PR 1 Nt "BNOTHER CO ( Y/*N >" 

530 j NKEV » ' I FB* - " THEN53B 

360 1FB*'. >"N"THEN GOTG90 i ELSE P0KE63494 , 0 END 
570 'WPOPPINfc OF BQT1S t CONTINUED 
MOVEHENT OF PLANE** 

3W0 PSE7' Q,Q1 ,3>'0*& Q1-Q1+-7 IFOt >190 
THEN0-N+7 - Q1-M1 + I R£tljRN EL 5E I *PPU 1 u l f Q , Q j 
><>3THENQ-0'Q1»Q1 '&DT067B ELSE F5ET(Q,Q1,Z> 
390 C0L0R3, liLlNE<N*H)-1N+7.P1+7),PSET-BF 
£00 N*N+7'Nl-Nl+7' IFN1>232 THENN-0 • N I - 1 3 ' NT1+7 
nl-fll+7 ■ IPN-BTHEN66B 

610 IFPPUJNrtNJ + l.fll J03THEN G0T044B 
620 PUT<N,m <N1,M1 ?,B>PSET 
^30 PLHY H T25504BOI(* ,J 
640 FUftK"! TU50' NEXTK 
<r50 C.0TU38B 

660 LI NEC 240 . M- ? i-C Z33 , Ml-7 > . P5E T . BF ■ Gn T OfcB0 

6^0 P-RNC/ Fl?f7' FORT- 1 TOP 

&H0 Tl-Wl iBl»0l+T« IFQ1 >190 THENCJ1-19B 

raSB C0L0R3, 1 'LINECW-3.T1-7X 0*3,01 ).PSET,BF 0C«fC+ti 
|70tt IFQ1>19B THENRETURN 

1,10 COLORS i 1 ■ L INEC N, PI N+7 . H-»-7 > . PSE T , 0F 
1/Z0 N*N+7'M-M-Nl-Nl+7'ril«ril -IFND252 THENN*0 
'Nl-15 M-rr+7'P1I*PFl+7 

7.30 IFPPaiNKNl + l.Ml JO3THENGOTO440 
'740 iFN-0THEN900 
.'730 FUTCN,n>-<Nl,m >,B,PSET 
i ?b-& PLHY"T235019G" 

^70 FORV:-1TO50 NEXTK 

7B0 NEXTT 

790 RETURN 

B03 L J Nt < 240 , PI— 7 255 > N 1 --T ) > PSET t BF • 00T 0 72P 
B10 CLS' PRINT "CON&RRTULRT IONS y OU plBNflGED TQ L«W" 
tJZB PRINT "ITS 6iOIN(i TO GET HRPOER NOW " 
83B PL H Y " T I (30 3BRGBGGRBC BRG H 
H40 SC-SC+PNL.". 100) 
930 G0T011W 
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BY MARKUS JACOBSON 




It was just one of those 
days. Nothing about it on 
the breakfast- time weather 
bulletins of course, but I 
looked up at midday and 
the skies were black with 
alien postmen all ready to 
deliver. 

Well it looked as though 
some huge galactic sorting 
office in the sky had only 
just discovered Earth and 
we had several eons of 
backpost as yet 
undelivered - and they 
were about to put things 
right. 

Laser bases are of little 
use when the skies are full 
of cartons from mail-order 

firms. 

Luckily a new idea, just 
shown on Tomorrow's 
World, for a mobile black 
hole which can cope with 
three on any well-known 
breakfast cereal, looks like 
coming to mankind's 
rescue. 



In this game for the 
Atom you must thwart 
their plans and prevent the 
boxes from landing. If you 
fail to do so they will 
gradually grow into piles 
until one reaches the top of 
the screen. Once you allow 
this to happen you might 
n*i well pack up and go 
home for the game is over. 

Your only means of 
defence is a mobile Black 
Hole that will eat 
anything. This is moved 
from left to right by mei 
of the Shift and Repeat 
keys. Should you collide 
with a Box side or hit a 
Pile, your hole is moved 
upwards thereby limiting 
your ability to stop the fall* 
ing Boxes. 

For those who like 
experimenting, the sound 
effects can be altered by 
poking different values 
into j*8I. 




GRQW 



1RB1 MfcRKUS JRK0BS30N 
2PEN 1LSTQRP 5 57 
3PEM S-24021 L\DDEK\P1NGE 
4REM SWEDEN 



5P.S12 1 



GROW" "'LEFT 



SHIFT RIGHT - REPT" ' ; ' 
7IH. "LEVEL 1-5"U>IFU>S0RU<1j 
P.*ll;Ll.#FE22.iG.7 
9U-5-U 

190 IMRR4 , P- 1 j L=*B002 ; P . *2 1 1 C 
20 RR9 LDRL;LDY#81 
30RR1 LDK#80 
40 RR2 DEX-BNERR2 
59E0RG4 > ST RL > DEV ; BHERR 1 > RTS ; 1* P, 
60Q=0 

7&P . * 1 2 1 F . I *0TQ3 1 1 1 ?*8 1EG*#FF \ N , 

80F-R . R . *32 > OR . R . *2&0 ; G=-G ; N=fl . R . V.90+G+30 

90?*El=0jP. 11 0"Q 
200GOS. *;C*C-l;G0S.ci 
202IFIJ=5;G.210 

I=1T0U; WftlTj N, 
210F.l-lTOLljGOS.AiH, 
290G.2S0 

300aD?#8000*32 > D?#80B 1 =32 
305 1 F?#B0R 1 k*30=0 i GOS ■ b 
3 101 F?*B002&*40=0 ; GOS . c 
SWD-frK B*32 ) j D?#8000=76.i D?#8001' 
320R. 



330bO=R- 1 +( B*32 ) y I FD?#8G00=32A . R>0> R*R- 1 j R . 
340IFC<0R.B>4>B*B-1;O1&; J=19 ;K»20;M*3;G,e 
345R. 

350cO=R+2+< 6*32 >; IFO?#800e=32R- R<30 > R=R+1 ; R. 
369G.340 

370eF.l*J TO K S.Mj?*5Q a l.:LI-RR0#N.iCOS. 
38&dF?#8000<32 J N?*9000-32 
3B1G?*8000=32 

392IFF?#8020-253, F?*3009=253 GOS. f J G. k 
383IFF?#8020=76jF=R.R.^32.iGO3.9 
384 IFG?#&020=253 > G?*B000 e 255jGOS . f ; G . \ 
3351 FG?#S020=76 ; G=R . P . ?J3Z y GOS . 9 
386iFN?#e020*255 ; N^*3000=255; GOS. f ; G. 
337 IFN?#8020*76 j N=A . R . 5i32 , GOS . 9 
390F=F+32;G=G+32; 

400F?#9000k79 j G?#8O00^79 j N?#3000*79 
410GOS.3. 
|4E>8R, 

l500fJ=l;K=3.T1=liG.e 
T 5109O=G+ 1 J J=9 J K=-39 > 13 j P . $30 , 0 i G . e 

320h J*50 * K— 50 j T1=- 1 ; GOS . e ; 1 FQ>& i Q-0 ; P . Q 

525>-10;K*10.iM=l 

530LI.#FFE3jGOS.e;G.70 

540klFF<97;G.h 

550F=R,R."/.32>G.333 

560UFG<97;G.h 

570G«R,R.V.32;G.3S5 

580NlFhi<97>G.h 

S90H=fi.R.^.32;G.387 
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BY C. STANGROQM & 
I. MACNAUGHTON 



IN27K 



fa* 



k4 



No games supplement 
would be complete without 
that little den Lien al the 
maiefi. So here he is - 
renamed and revamped for 
the Sharp MZ80k! 

Guide your little 
Muncher around his maze 
home eating up points and 
the Muncheis favourite 
snack called "Gulps". 
These "Gulps ' are 
extremely important as 
they guard you against the 
attentions of those nasty 
ghosts which also haunt 
the corridors of the maze. 



If you manage to gobble 
down 20 "Gulps" the ghost 
which is chasing you will 
turn white with fear and 
runs away. If you catch 
and eat the ghost while he 
is in this iear-stricken state 
the score is given and you 
get a new restocked maze. 

Avoiding the ghost is a 
difficult task and there are 
several surprise features 
built into this program 
should you manage to 
chalk up a high score - 
which are best left tor you 



(to find out I At the end of 
each game the top ten 
scores are displayed. 

To move your little 
Muncher around use the 
W, A, D and X keys as in 
many MZSOk games. 

If you find the game too 
f difficult then a useful tip is 
to change the value of the 
varia bleP9inline420 
which specifies the 
number of "Gulps" that 
must be munched before 
the ghost turns white. 



The author has 
managed a high score of 
256,000 - so that's the target 
for all you maze fans out 
there! 
Variables; 

206. 207-ditierent ghosts. 

46-fullstap 202 -man, 

208^ grey walls. 

19] -"Gulps". PEEK 

( 17828)- address contains 

ASC code of key passed in 

GET routine. 5324B- screen 

address (TOP LEFT). 

The author says that 
conversion to a Pet is easy 
using the above variables. 



MUN 




16 

SO 



1 GD5UE^<uj0:P0KE10i67< 1 
2 TEMPO? i 
r . MUSIC ""HBAGAGF EDRDRC2 
j i j QTMG <4) , D (4) , E M > , ( 10) , < lO) 

t B i U^k?OA tmm =5 *>320 : 6 ( 3 > -54 1 66 s G < 4 > =54 1 30 : X 9-0 : 1 1 
F0RN=1 104: D (N ) =G (N> P NE-.XTN 

PRlNT M BF'res5 Any keu or E to end." 
GET A* : IFA^^^E 1 ' T HENPR INT "(ST hanky OU . " ; END 
rprt^zz" h THEN 32 

a] «= M A H : A2*="0**f A3*» H W M : A4*es M K M 
PRINT"EHSE DIFFERENT KEYS? " 
BETA*: IFA$= J, "THEN92 
JFA*» "M"T HEN9B 
INPUT "ESWEST KEY'" 1 M ;A1* 
INPUT °2EAST KEY 4 ? " ; A2* 
INPUT "UNOPTH KEY? M ;A3* 

INPUT "SJSniil'H KEY 7 » 5 A4* , i ^* A .*v 

A=ASC'A1*> sB^ASC<A2*'J :C=ASC(A3*J :D=ASC<A4*> 
PRINT " aiURnUNCHERB . " 
PRINT "SPress ANY KEY," 
GET A*: IF A*="" THEN 120 

| .'I M MM ■ 'I 'l IN llH :. I * f i * 



-0 



90 
91 
9 
9 

94 

95 
96 
97 
98 
1 00 
1 lu 
I 20 
130 
135 
140 
150 
160 
.1 '0 
I yj 
1 90 
200 
3 1 0 
2?? i 
■' 3< > 
240 
25'!' 
260 
280 
29u 
300 
310 
320 

340 

560 
: , / f i 



* 



PR] N I 
PR J N I 
PR I NT 
PRINT 
PRINT 
PRINT 
I "R I U I 
PR 3 N I 
PR I I I I 
PRINT 
PRINT 
PRINT 
PR I N I 
PR INI 
PR] N I 
PRINT 
PRINT 
PRINT 
PRINT 
PRINT 
PR ] N I 
PRINT 
PR I I I I 
PRINT 



" K I 
" . 3*. 



Mm . 



i^j}HiJ^:::;:W::;:;;:; ^^s;:;.::;:::^:|:^: : „ - . 



...... 



, . . ■":>:. ...... i »™'«*« : : ^ : » - - * " ■ " . ".. 
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400 REM **** VARIABLES **** 
410 X=33293: V»202 : 0= 1 7828 : E=20B : F=207 

420 I«ls J=~ 1 : K=40: L = --40: M=30: T~ 10: V=191 : P=0: P9-20: G=206: T 1 = 1 1+ (0* 1 - 5) 
H ■ 11 = 1: Jl=-l:Kl=40:l_l=-4C> 
440 PGKEX,Y 

^.".> BETX*: IFPEEK (Q) =ATHENXx=J 
520 IFPEEK (Q>»BTH£NXK*I 
530 IFPEEK (0) =GTHENXX=L 
PO I FREE =U I HLNXX=K 

56< i X = X + X X : IFPEEK ( X ) =Ef HLNX=X-XX : GUTG621 
5 ?*j i h PEEK t X > -FTHEN2000 
580 IFPEEK ( X ) "UTHENSOSC + T 
590 IFPEM- I K ) =V THENP=P+I 

600 IF <F=PV) * 2=0) THENF=6s T I * = " 000000" : I 1=-1 1 : J 1 1 s K1--K1 : L1=~L1 : M-- -Ms I "2=1 

620 POKE X - X X , 0 : POKE X , V 

621 FURH=1 TOO: PGKEG <H) , F 

710 IPG (Hi ' ■ X + M THENGG=L 1 : QOTO750 
720 If Li < H J : . X— MTHENGG=K 1 : G0T0750 
730 IF8<H)< XTHENGG* I i : G0T0750 
740 GG-J 1 : G0T0750 

745 I F ( PEEK ( G ( H ) +K 1 > =E ) * < PEEK <G < H ) + I 1 ) =E> TH£N6G= J 1 : G0T0750 
747 IF (PEEK « G < H > -K 1 > =E > * ( PEEK ( G < H ) - 11 > =E ) THENGG= I 1 
750 6<H) =G<H> +GG:POKE G(H)-GG,U 

790 IFPEEK <6<Hi » =L I HENG (H> *6 <H> ~G6; GG-SGN (GG> *4 1-GG: GOT 0745 

790 IFPEEK ( G CM> ) =V THEN200" > 

795 IF(K2»I > *(VflL(l I*) >-T1.1 THENF=207s K2=0: I 1=-I1 : J1=-J1 : 
Kl : L1=™L1 : M= -Ms F=0 
PQ¥ EG ( H > . F : NE.X 7 Hs GO 7 0500 
IFF=206THEN5000 
5C=SC+Il*l oooodo 
5OSC+F*100 

FQRJ«0Td5 : FORI = I TO J *50ST EPJ s PQKE451 4 , I : USR (68 ) : NE XT I , J 
FOR J*255T0 1STEP - 5 : F0KE45 14, J s USR ( 6G ) : NE X T J 
USR (71 > 

PRINT "BMUNCH 1 ! 
PR I. NT " ESS CD RE = " ; SC 

IFSC>HS< 10> THEN INPUT "NAME? " ;N*<10) 
J. PL EN f N* ' 1 O > > 1 5THENF R I NT M TOO LONG. 



g l = 
BOO 
2000 

2006 
2007 
2009 

2009 
2Q 1 0 
2020 
203 0 
20 3 1 

1 '. . 
2034 
2035 
2040 
205u 
2U6U 
2670 
2080 
2090 
2 1 00 
2110 
2120 
2130 
2140 
2 J 5" > 

to 
2 t /' • 
3000 
3010 
3020 
3030 
3040 
3050 
3060 
5063 
3065 
5070 
3090 
MOO 
5110 
3 1 20 
3130 
3131 



3135 
3137 
3140 
5145 
3150 
i'loi > 
1 1 ? 0 
|180 
3190 



to 



■HS C 10) 
! "CDEE 



THENHS (103 
EFGGGC" 



=SC;G0T02n40 



FAME *#*# 



IFSC ) 
MUSIC 
GO 102 130 

REM **** HALL OF 
F0RS1-ITO9: M=0 
F0RS2=S1TQ10 
1FH£> ( S2 > < =M THEN! 
rt*HS(S2> s S3«S2 
NEXTS2 

HS(S3)=HS(S1> :HStSi)-l1 

N*=-N*<S3> :N*(S3)=N*<S1 ) :N*(S1>«N* 

NEXTS1 

PR T NT "EH*! 1 1 of Fame.... 11 

FQRN=IT010 
PR INI tf t! w tN 
NEXTN 

SC=0: GOTO 10 
REM **** INSTRUCTIONS 
PR INT "ES53MUNCI IER3 . H 
Bi*="KWri tten bu 
B2* a ="BChri s St an cj room " 
B3*= H Slain MacNaughton " 
F GRN - 1 TOLEN < B 1 * ) : PR I NTM 1 ( E« 1 * , N , 
F0RN-1T0LEN < B2* > : PR I NTM ID* (82$, N, 



< MAX 15?" : BQTO^OSO 



"STAB<4) ;HS\N) ; TAB < 20 ) ; N$ <N) 



* * * * 



1 ) 
1 > 



F OR J 
F OR I 



TQ20:NEXTI : NEXTN: PR] N I 
T020: NEXT 1 s NEXTN: PRINT 



FGRN- 1 TOLEN ( 03* 1 : PR I N f M 1 D1- ( B.3* , N, l> ; : FOR I - 1 TG20 : NE X TT : NE >■ III 
PRINT n aSOaEK:i:K}nst rue i ten is ' (V/N?" 
FORN- 1 T0500: NE X I N 
GFTA* 

U m*=" " I HEM ■> lOO 

F0RN=53608T0536 1 3 s POKEN , 207 s FORT" 1 T0250STEP50 s P0KE45 1 4 , T : USR < 68 J 
NEXT T : POKEN . 0 1 NEXTN i USR (71) 



173. 2U7 s GGviUfceJoOO: l-'UKE 



573. o: 00SUB5300s PDKE53533, 
533, Os G0SUB53OO: P0KE5-3573, 207: G0SUB5300: P0KE53573 
56 1 3T0536233 POKEN* 207 s FORT™ 1 T0250STEP50: P0KE4S 14,"' 
NEXTN: USR (68 ) : POKE 4465, O: P0KE4466, 9: PR I NT "G O 0 
NEXT 



P0KE53 
P0KE53 
F0RN=5I 
POKEN, C 

USR (71) : FQRN= 1 TO 1000 
IFA*="N" THEN 3280 
USR (71) 

PRINT "GlnstructionB 
PRINT "EJRun from the 
PRINT "Bfe GULPS ( > . 
PRINT "Beat. 
PRINT "SWHI 



2u7: ^U\yt »B* : >.'.' in 
0:GD3UB530U 
: USR (68) :NEX7T 
D L U C T ; 



20 GULPS, the 
and you must 



GHOST ( ) & eat the dots 
soon as yau have" 
Ghost turns 0 
it." 



6i 
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<3 



■ 



6* 



3200 
32 1 0 
3220 
:.2 Z0 
."^240 
3250 
3260 
3270 
3280 

- soo 
: ~. i m 

3320 
3330 
3340 
335U 
336 0 
3370 
3380 
339U 

5400 
34 lO 

3430 
3440 
3450 
5460 
3470 
3490 
4000 
40 1 0 
4020 
4030 
4040 
4050 
4060 
4070 
4000 
40*?0 
4 i 00 
4UO 
4120 
4 i 30 
4140 
4150 
4160 
4 170 
4180 

5000 

500 1 
500? 
50 OB 
5010 
5020 
5030 
5035 
5045 
5046 
5047 
5048 
5050 
5060 
5Q70 
50Si~> 
5 1 00 
5 1 1 0 
5120 
5130 
5140 
5150 

c .. I on 

5200 
r:: ..'l'.J 

5230 
5240 
5250 
5260 
5270 
5280 
■7,300 



PRINT "OH you c^tch it, 
PR INI " Sap pear. Normal 
PRINT "BA WEST. ' 

pr i i.i i " nr= - - EAST, 

PRINT NORTH. " 

PRINT "S5X ™ SOUTH. 
P0KE53348 , 207: PGKE534 17, 1^1 
HETft*: tFfti*"" 1HEN3270 
RFM * + ** DATA **** 
D I flH ( 25 ) * P < 1 OO > , 1 i 33 ) 
USR(62>:^0RN-ir625:READH 
DATA 75 1 , 975 , 542, 376, 9/2, 997, 987 
DATA 764! 765, 49(3, 418,424.516, 107 
FORN= I I PIOOsREAOP <N) : NEXTN 
DATA 1 * 1 , 1 * 1 * 2 , 2- 2. 1 . 3 * 3 
4,1.4 



a new screen wi 1 1 



Press Any Key 



H<N) =H(N> +5 T 



.,3000: NEXTN 
681 , 676, 700, 695, 595, 3*$f 



I 



J. 



3, 



4,4,2, 

1,1,4,4,1 
3,2.3.4.4 



1,4, ._■ ■+ 
4, 1,4, 
4,4,2, 
4, 2 , 
3.1.1. 



I 



^3,4 7 2,3,4,._>,2, : -:,4 

1 , 1 , 1 , £ , jL , e. , ■-> , --J * * ^ 



4 ; 7 I ' 74 : 78 ; 93 , 94 , 97 , 98 , 1 00 ^ 
FINISH **** - . 



,es * 

intxsg/4oo00) 

46 



=207 




Mm i m 

DA I A 
DATA 
Ofi I A 

DATA ■ 

DATA 2,2,2,3,4, 1,4,4 J. 
DATA 

DATA 

DATA -r,-r 
FORN=lTG 
DATA 13, 
DA I'A. 66, 
REM + 
RETURN 

REHM **** VARIATIONS **** 
REM 

REM * HOL 
F0RN=1TQ 
POKEH (N> 
NEXTN 

REM * NUMBER OF PUDS * 
□=p<INT<5C/1000u> > 
REM # TRAIL * 
(J=46 

PORN— 1 TO 27 

I h I N I 1 SC/ 1 0000 > — T i N ) THENU 
REM * HOLES BLOCKED UP* 

KB&jLU * ^ *7n^4^( u4l,f THENFQKE53407 , 46: P0KE534O9, 46 
IF? RND ! i < 0 : 2 ) * < CK4 > * \ U-46 ! r hInP0KE54087 1 46 = P0KE54089 , 46 
I F SC+ 11*1 600000 >50O0OOTHEH X 9- 1 OOOQ 
©0TO400 

ST=0! SC=SC+P* 1 00: K2=0 
G0SUB52O0 
FDRNN»1T035 

F0RNi255T0 1 STEP -ST * 2 
P0KE451.3,N:USR(68) 
NEXTN 

NEX TNN ,_. r 
c iC=8r + ''Vmmi+x9: FT=FI+1 
rF f T • 4 ' rHEN t I • i i GOTO 51 00 
1FSC > 1 nonoOOTHEN 1 1 - 1 1 + 1 : SC-SC- LOWW 
pR lNT' tilESSCORE * " ; SC+-I I * 100OUOO 
i |. p < '"' 1 ) ■ -5T= f "> 

BT—ST'-l < 
F0R"N=2S3 TO 1 STEP -ST*2 
POKE n5l3,N:USR<68) 
NEXT N 

^wSG^ I 1OO00+X9:F1 = lsGOTO 5047 
REM * START POSITIONS * 
FGRN=1T04 

E(N) = INT<RND( U *4^ + l iurue „ 9f) 
FOR I -N- 1 TO 1 STEP- 1:1 FE <l) "E. ( N ) 1 HEHS220 
NEXT I 
NEXTN 

REM * SWAP * kicvtm 

FO.RN* 1 1 T04 : 13 ( N ) = D ( L (N) ? :NtX 1 N 

FORtS 1 ! T050 : NE X TT : RETURN 






<*1 



BY S. WIDER 




In Short Circuit you are 
charged with repairing a 
silicon chip from the in- 
tide. 

Your mission is to help 
Fred the Repairman to rec- 
tify a short circuit in the 
wall of the chip. 

This is done by picking 
up the pills of silicon chip 
repairing vitamins: which 



can be found on the edge 
of screen. 

Fred must he guided 



keys: 



Up -7 
Down - J 
Left-Y 
Right - 1 



Fred must not touch 
anything on his way up to 
the vitamin pills or he will 
be instantly fried by 10 
billion volts. He must also 
beware ol the Sparx which 
wander around the chip. 

A nice display awaits 
you should you complete 



Fred's hazardous task. And 
the author's highest score 
is 1,980 so try and beat that. 

Next month we publish 
the sequel to this game 
called Repairman's 
Revenge, And the author 
has speeded up his sparx 
and armed Fred with an 
energy gun. . . don't miss it 
Sharp owners. 



SHORT CIRCUIT 



1 GOTO 

2 GOTO 



9600 
E - , « 950 0 

4 PR I NT "E" - FiSli A-V 7^ 7 

10 PRINT FAB 17, ^0/25 

-0: PRINTS NEXT: BN 



INT ( 49*RND < i > j - 



6* 



TO 

TO 



; ■•■ f t 

GV=i 



15 
16 

70 

71 

72 

73 

74 
©3 
94 
35 
36 
87 
88 
90 

1 60 
i to 

120 

1 5o 

1 50 

160 

1 70 

180 

190 
200 
210 
220 
24 O 
250 
260 
270 
28 O 

290 
3 Oo 

310 

•320 
330 

335 PR£nt 



FOR G=i 
FOR X~l 

POR C=0 TO 
^ ' C) -=BN: BN- 
NEXT 

PR INT "B" 
PRINT TAB (9j 
PRINTTAB(9J 
PRINTTAB f 9) 
PRINTTAB C9> 
PRINTTAB (9) 
USR<71) sFOR 

print "san scorf 

PR I N'T " ^♦f-" E - 
PR I NT - 
PR I N'T "sr 

PR I NT 

PRINTS 
PRINT 
PR I NT 

PR INT" h^mwatti 
PRINT":- * :I 
PR INT" 
PRlNT*«f 
PRINTS 
PRINT "Pa 

PRINT* £$ 
PR INT "mm 
PRINT "ft?" 
PRINT 11 v- : 
PRINT " 
PRINT* 1 fi? 




255: POKE 4514, C: USR (68; 



IN M 

II; 



I 01 000: NEXT Gv 

i^^SCORE-.Hg. 




5 X*: TEMPO 7 




560 
370 
380 
390 
400 
410 
415 
420 



PRINTTAB (335 
PRINT ^ } 



■»-'-' r h I N T TAB ( 33 ) s "STUART' 
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<4 



<3 




"WIDER" 
OAR I ABLEST t t T " 



f HF N 

THEN 
THEN 



PUKE 
POKE 
POKE 
POKE 



460 PR I NTT AB (33 > 3 

461 REM 't'TT-SET UF 

462 MAN-56935-40 

463 A-207 

464 c=a 

5<~>0 GOSUB 1000 
520 GOTO 500 
lOOO GET A* 

tOOl POKE 451 4 , 255 : UE3R r 66 ' 
IDIO IF PEEK ( 17828) «55f THEN 
H>2n IF PEEK < 17028) =73 
1030 IF PEEK C 17828) =74 
1^40 IF FEEK. (. 1 7828 ) =f39 
MAN, U: MAN -MAN- -40 
MAN, O: MAN-~MAN + 1 
MAN, O: MAN=MAN+-40 
MAN , 0 : M AN=MAN~ 1 

1042 U5R(71) 

POKE MAN* A 
GOTO 5000 

IF A -20 6 THEN SOTO 3500 
IF (PEEK (MAN-* 40) -71 I I HEN A=206s 
MAMfii'i, O: GOTO 6OOOlN©*0 
1 F ' REEK * MAN* 1 I >0 ) THEN BO 1 D SOO< » 
I F < PEEK < MAN- 3 > < >0 I THEN GOTO 
I F (PEEK < HAN + 40 ) ; - : 0 "> THEN GOT □ 
IFCPEEi (MAN- 4-.- •-Hit M GOTO 
RETURN 

[F A=207 THEN GOTO 1053 
FOR B*206 TO 2U7 
POKE 4514, 200: U3R (69) 
POKE MAN,B 



1050 
1051 
1052 

IO'jj 

PI U V: 

1060 
1 070 
1O80 
1090 
I 1 O' ' 
1956 
3O00 
300 1 
30 1 0 
3025 
SQ2h 
3030 
3035 
5040 
3045 
305' > 
3060 
■ < i c i 
70-' 2 
7c > 7 7 
3074 



5O00 
5000 
30O0 



MAN-2,227 
MAN +■ 2 , 22 7 



50 THEN 3040 

JJ 

30( H r > 

MAN- 1 , 227: PI >f h 
MAN+1,227»P0HE 
NAN 1 6£j 

HAN 3-40, 238: POKF NAN 4" 
MAN+-QO, 239 : POKE MAN- • 
MAN- 1,0; POK L MAN - 2 , 0 
MAN+1,0:P0KE MAN+2,0 
MAN, 0 

MAN+40, POK 
MAN+80, O: POh 

3090 FOR VC=1 TO 255 : F 
USRC6a> : NEXT VC 

309 1 USR ( 7 1 > : F OR VB= 1 . - 

IF SC HG THEN PR IN r ESSISOBWel 1 
• p| p^se enter your name. ..." 
IF SOHB THEN INPUT X* „ .., „ 

AA=LENlX*> : IF AA'IO THEN SOTO 509 
IF SOHS THEN HS=SC r nu 

PRINT TAP (.9> ; "ANOTHER GAME ?» 

?F T ft S5-Y» THEN PRrNT7AB<14> ; 



if c; 

NEXT 
GOTO 
POKE 
POKE 
POKE 
POKE 
POKE 
POKE 
POKE 
POKE 
POKE 
POKE 



238 
238 



IE MAN-40,0 
E MAN -6 0,0 
>OKE 45|4»VCl 

TO 1000: NEXT VB 



3092 

7094 
3095 
3096 



3098 
3099 
"YES 
3 1 00 
7101 
3500 
THEN 



GOTO 15 



THEN END 



IF A*= ,K N" 
GOTO 3099 

IF ( F"EFK < MAN- 40) ™43> 
POKF MAN-40, 71 : 
HAN=MAN+ 40 : A=207 : GO TO 7OO0 
T 5in POKE MAN- A 
SOTO 106O 
C=C+1 

POKE M(C) . O 
IF c= >9 THEN G«0 
X=INT(4#RND<1) ) 
POKE HtG) ,0 



3515 
5000 
500 1 
5010 
5020 
5025 
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fed 



fed 



id 



6* 



5040 

506 u 

Slln 

6OO0 

6001 

60O2 

6003 
6O04 



9009 
80 1 o 
(30 1 1 
SO 1 2 

Bo i 

30 1 4 
SO 15 
SO 3 6 
80 1 7 



PC 



ff 5 J* rULN I F t p»tj J ; h ( * 1 ) J THEM W 

F^ N ^f^|%|?»f: #ffi T rftH , 7) .' THfeN M ■«•«*••■ 
f-'JF , , \f > -/ s g<6e> : NEXT 

gooi print"!- ? t ^?..™-io^bkI 1 S?72 aooo OT0 

111 if? T- ( °n 

8007 IF ur ■ t 

m tl'^ft&^filj Ran 

fool ^^T'" 9 y25X^iRcu I r.. 



BOOO 



* 

1 4 



o 



o i a 



O Gi 



• o 



0 M 



0 



* +#• 



OOO" 



9020 
9022 
9 j t j 4 

9026 
9023 

95nO 



AND ntJ?r\.P ™E WAi Ls flic " mi- 

HEN GOTO S 



^25 GET B* r**™*WHt%l&&to* 
53o IF y<. rtw fc , 



JSfg ES'i'SK m 

1 print" 
PR in r 11 
print 11 

PRINT" 
GET a* 
IF At="S'i 
GOTO 9026 

pop 

FRl W 
g^O NEXT 
|5?£ SET Bi 

*5i9 IF f^,^ 

2-^0 goto 95 ^ 

|6ly PRINT" 

1112 £g!l*t" 

96o5 PRINT" 
964n PRINT" ! ( ^ 



^HOD luck 



Mil 

W 1 



977H rc 



9770 
9780 



IF V*="^" 
GOTO 9720 



THEN 2 




fed 



fe# 



fed 



fed 



COMPUTER & VIDEO GAMES BS 



1 . 




BY J, McFARLANE 
ON MODEL A 
IN 32K 



Arcade action tot Beeb 
space captains with an eye 
iai the aliens. This is a ver- 
sion of that all-time arcade 
classic Defender. Flying 
over the mountainous 
terrain oi your planet you 
tome upon an alien 
invader swooping in for 
the attack. 



Line the attacking ship 
up in the sights oi your 
laser-blaster and lire away. 
If you score a hit the alien 
craft will explode into " 
million small fraqments. 
Those alien ships will keep 
on coming until you have 
wiped out the entire fleet - 



and you have just three 
ships to complete the task. 

There are three skill 
levels to master - but do 
not move above the first 
until you have mastered 
the controls. The program 
uses the ENVELOPE and 
VDU commands to provide 



realistic sound and 
graphics. 

There is on-screen 
scoring and you get an 
osttra ship at 1 ,000 points, 
as well as a high score 
facility. 

The author's high score 
is 1,500 on level three - can 
you better it! 



DEFENDER 



ON £R R ORGO TO 9 7 0 

AA#="" sVDU23 ,230,0,6.1 ,96,1 ] 2, 12 




; t ENVELOPE 3 ,] ,1.-1, 1 ,1 ,] , 1.126,0,0,-5,1 26,0, inwio 



Ns ELOPE-, . .0,0,0,0,10,10,10,1 26 , -5 , -5 , -5 , 1 26 , 0 t BB£- ; EN YELOF 

] , , - : 0 , 20 , - 1 o , : ,1,1,0,0,0,-127, *o , o 



&S%=0 i AS%= 0 * EX - 0 : SSx = \'\ t A'.. - 56 : i00i VDf5 * PKSTORE96 0 j * F>' i 2 0 
LlV%*3 iLIV#=STRINGtf ( 2,CHR#23u+CHH£23 J + " '»hVDl^ : r L St INPUT' 
level n-3)*\LE\7i iCLSiVDU"! IFLE\*Wi ©RL£V%>3 THEN 70 



i BON%~ RN I J ( *\ ) ELS 



5( 
60 
70 

' ■ "Wh 

ftO *JF 

90 ON LEV%GQSUB83 0,840, 850 
100 VDU23 i8202f0;0 ? 0; iPROL'TERR 
110 * FX 15,0 

120 R-RND(^)iONR GOBDB280 , 290 , 300 , 3 1 0 

130 BOW%= KN D ( tt 0 ) I 1 FB0N%= ] FRINTTAB (0,3) "Double points* 
2 EL5EIFBOKfr»3 PRINTTAB{ 0,3) "Mysterv points"" 
E B0N%=1 

140 GCOL4 , 3 ;HoVEA%,B%i PR INTA#: I FR<L3 MQVEC% f D%. 

] 50 IFR=2PRINTB£i$OUKD3 , 1 ,20,255 ELSEIFRM PRINTUSf :SOUND3 ,3 , 100 
, 255 

160 PROCYOL':IF ALIiiN = 0 PROCALiEX = 0 

170 GOTO 160 

J Str\ riFcnortOVfiTI 

1 9 0 GCOL'i , 0 i M0VEA%> . B% i PR INTA# i ZX= IN KE Ytf < ( J) : I FZ#= p K" HS V= B§%* 1 EL 

SEIFZ0^'U/'BS%=BS%-lELf>EIF2^^"A''AS?^AS%+4ELSEJFZ^="3"AS^Ay%-4 
2^ 0 ^ F*5C 1 5 f 1 

210 IFAS%>90 AS%=90 ELSEIFA5%4MS?S AS*~MS% 

2 20 IFBS%>10 BS%-10 ELSEIFB5%<-20 Bfp%=-20 

2 JO B%=R%+BS%i A"l-A%+AS% 

2-40 IFA%>=1250 AND EX-0 THEN 1 00 EL5EIFB%<=G OR B%>=1000 THEN57 
0 ELSEIFA%>! 25GTHENN%=3 ] i ENDPROC 

250 GCOL4,3iMGVEA%.B%tpRINTA#iIFZ5r=" "ANDEX=0 AN DAL I EN = 0 GO TO 3 

3 0 

26 0 IFA5b«C%+3 2 
270 ENDPROC 

260 C*-=l 200 :D%=RND( 500) + 3 00 1 RETURN 
290 C#*3 200jD%~RND{ 500 j + 1 00 : RETURN 

300 GOSUB320 iMOVEC%.D%i PRINTCHR#23 5 jCHRtf 236 t RETURN 
310 GCSUB3 20 iM0VEC%,D%s PRINTCHR#23 7 ;CHR#23 B * RETURN 
3 20 0%=] 110:D%=X+33 : RETURN 

330 mmt$&&4 ,B%-16sGCOL<3 , 3 j DRAW1 280", B%- 16 : SOUND! 
UND2 1 5 , 20 5 , 1 :GC0L4 , 0 s DRAWA%+64 ,B%- 16*1 VB%- 16^D% ANDB%- 16 >mjl 
3 2 ANDA%<^C% THEN 3 •! 0 ECLS E ENDPROC 

OR R = 4 ) ) i ENDPROC 
3 50 DEFPROCAL 

360 ON R G0T04Q0, 370, 460,440 

370 GCOL4,0iMOVEC^,D%iFRINTBJ?iC%=C%-CR%tIFD%<B% D%=D%+CR% ELSE 



vNDA^>C% ANDB%-]6<D% ANDB%-16>D%-3 2 THEN 570 



SO 
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390 ENDPROC 

TH^cS'^CKf V,: '"' THEN^c^CI*. EL StIH ^„, 

-r-jo ENDPROC 

4 40 1 *TO.<iJ*THEN ENDPROC 

45(1 AAM = HND( T2e0) ! HOVKAAX ( B%iPKi N - T rH KS 'fp H „rr rn 

AND A AX - 1 <» A*>-3 2 THW 5 70 ELSE FN DP ROC RND (_>0j+]j(j) t j KAAX _ j , .. t A , t 

41*0 lFD% tB % ANDttWIMS)-? THfSTMflG 

■180 k'5%-RND{ MO) iMfiW 0, .cwm ♦ -j t- . 

501.1 ENDPROC 
510 DEFpRQCTERR 

r ^0 IF?3K>I000 ANDB0NSHV=C M\^Lm+l <t rvtfM ti^ ~ * 

+ " » ijJ ^ jL1 ^-LIV/+UH^^.ia+CHP£f23! 

f».,0 IFSSo>K>00 RONSH^=] 

5Hfi SOIBWJO,2,4 , 50 

59!l VDUIQ.O.a.O.O.C.m.-j.n.O.O tJ-Cf-nrn i . - . 

K'V-lfj :»RAWRN1J( 1 2H0) .RND< j [ -fJi'v^ ' ' 0 '*"»" ' TODO i MOVEA36+ 3 2, 

l>iK> VDu4, 19, 0,7, 0,0, O.K.. 1.0,0,0.0 

6 25 Colour 3 

fcjtf) PPlKTTAPf 10, 5) ? i FOKN%s ITft^RPAnntf nb«tm,^ 

HLSC »^«inj 1 AR ( T U ) ; *'5 co re~ ** is%tl FS*£ PH( , r 

f,40 *FX 1 1 p ] 

|so mm-*mtm*r>r,.s« s t0 ,t art ... t , KI>KATUNTILCET ^.. s .. iCOTot) 

&U) OFFPftOC'EXPfK] p W2 t Wl) 
670 * FX 15,0 

^ c ;^U !NEX T lA Li a ,, 1 ^ ( , !C ,, 1 ,, 0 , K( ,. Era(Mt] . R1NTcWsWifNB 
700 DEFpROC AFIRE 

71 0 NOVECfc fi D%-]6 *GCOL4 ,3 iDRAWO, Uk-Tfj sSOFiNDI ir -,r r . c ,^_ 
ELSEENDPROC * Jt^B% AND D%- H,>B 0 *- j 2 THEN 720 

7 20 GOTO 570 
73 0 DEFPROCSC 

740 IFR=1 S%p=S%+ PT%*HON% El^FlFksrM o» - c <, . * - 

5%=5% + 4Q* B 0N% Et^ES^S^30*BON% ^S%+PT%*2*BON% ELSEIFR-3 
750 VDLM : PR1 NT TAP<0 ( ] ) ■ S %. VDU5. ENDPROC 
70 0 DEFPROCHISC 
770 *FX15,0 

780 PRINT' *TAB (10) ; "Hi-score * »« 

- " f AA# i IFLEN (AAg)> 4THHNAA^=LEFTH{ AA^ 4^ n '™ P 
800 H56*S*i ENDPROC *m ^ *> , * , 

8 3 0 * FX ] 5 , 0 

620 SOUNDO, 2 f 4 ( 50tFORN%=]To50tMOVFr%+i^ , ^ . 

H?0 iCHV,- 2 = . : F^ lJ= ') s 20 t PKTURK 

^10 M«^T,Si^R^ I ^F^e:PT^UJ t RKTUPjg 




6# 
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CONTINUED 




BSC 
&6C 
) 

670 

v< - you dovn r " ,,,, K moves you up,prcss 
S to slow downfN.B N'OT stop ),'**■ "You 
I n in. 1 -"" * * " w i t \ \o u ' t x p 1 od i nu t but d n not, 



MS%= 1 0 i CR%* 1 0 : Ffcfc* ] Q ; PT%» 5 » R ETtTRN 

":V]Ji;5iGOT01fJO ' ' 

DEFPROC IN5T 

PRTNT'TAJif ] 5) ;"PBC Def end" t PRINT * "You have three ships, I. mo 

A to incrf?dse speed" '"and 
ran move throuqh the moun 
po too far" 

to f ire. If " ■ ■ "you fly thr 
3 is the easiest , level ] 



PR INT * " up ai 



it 



fed 



ouah debris yon wiJ] 
is thr" •» "ha rdt^L .7 be rr 
p other 1 wi'i s ,Top 
900 PRINT * '"Press ■ 
[iNTILCLT#="S" 
910 CLSiPRINT * 1 A#; " 
and f ires" ' * " at you 



.Press space bar 
explode," * "Level 
arc morr pcuni 
i or an" * "ext r <j 



in 
jj i p 



1 1. 1 j 



i n 



to continue, J^NrFarlanr 1982. 



th 
* REPEAT 



Ynur ship. " ■ ' iitf f » Alien ship. Moves about 
♦ •{:#;♦■ Death satel 1 i te , Moves in close and 
'"explodes," "CHR^23 5iCHR^23ft" Radar base. Fires aceuratr mis 
sxi ies" f *"at overhead ships . " * ' PBttf-23 7 jCHR# 238 s 

920 PRINT;" AA gun. Fires flak at overhead ships . ; PRlNT"Press 
S to Ft t art . " ; i REPEATL'NTILGET J S?="S" 
930 ENDPROC 

940 RKPEATUNTU.ADVALf-5)*l5(A5b=50UFB9b*100 R%=200 
950 GOTO 100 

960 DATAG, A ,M.E." ",0,V ( E,R 
970 MODE] : GOTO 50 




MM 



BY Y. 



IN 1K 




GOLF 




v. 



fed 



fed 



This is a variation on the 
usual golf programs in that 
you don't have to battle 
your way around an entire 
course before you get to 
chip the ball into the hole! 

You'll find yourself on 
the green ready to play 
your final stroke- The 
green is presented on 
screen and the position ot 
the ball in relation to the 
hole is shown. You have to 
guess the distance and 
type it in. U you miss the 
green is represented and 
you get another chance- 

If you are successful 
another green is drawn up. 
The number oi the green 
you are playing and « -run- 
ning total ol your score are 
displayed on the screen. 
Simple but nearly as 
frustiating as the real 
thing, - 



1 
10 
11 

TIP* 



REN 
LET 
LET 
LET 



PRINT 
PRINT 



PR T NT 
PRI NT 



"NO 

X 




21, U.. 



"GOLF " 

ZsINT^RNO* 1£ * 
FOR J =G TO Z 
PRINT RT 

NEXT J „ - . 

FOR J=Z+2 TO 
PRINT PT 2 1, m 

AT 2D , '*0' 
RT 0 j 0, "HULE 



H 



OF STROKES- 
INPUT 
L ET S * & + 1 
FOR J=® TO X 
PRINT RT 20,J-1 ; 
PRINT RT 20, d; O 
T iJ 

X=Z+1 THEN GOTO 
J=l TO 30 
J 

20 

slT RT 21,X, "O' 
PRINT RT 
LET H=M+1 

_ J=l TO 3© 

Xp*H»£ii THEN GOTO 630 



■END OF GftME" 
RT 10,5.: "YOUR TQTfiL 



6# 



fed 



fed 



fed 



fed 



fed 




BY DAVID JOHNSON 



400/800 



IN16K 



Whose lousy idea was It 
anyway to go exploring 
burnt out volcanoes in 
Sicily. 

"Oh - so its my fault is it 
that the volcanoe should 
blow, 1 suppose your idea 
was better was it? - our 
tenth year in Bognor with 
your mother and those 
three mangy cats that she 
just couldn't possibly leave 
with the neighbours like 
everyone else does." 

"Thats right, bring my 
mother into it - as soon as 
something goes wrong its 
somehow always attribut- 
able to my mother." 

Funny isn't it - how 
people can argue about 
mother-in-laws when their 
being chased down a 
mountain side by 3,000 
tonnes of molten lava. 

Their fate lies in your 
hands now as you control a 
small man desperate to 
escape. 

There is a safe £one 
beckoning at the far end ai 
the screen and you must 
guide this survivor to that 
zone beiore time runs out. 
If you make it to the safe 
zone you go on to the ne^t 
level. 




5 riNE - 

KJ PR i l-l F 

u - I 

1NPU1 



WA 
1 1 
16 
17 

5& 



faL>U 

" WHA T 

III ti? 
A 



LEVEL DO YOU 
(1 IS EASIEST) 



URhPHICS 5 

D=ls COLOR is PLOT 2,2s COLOR 
PL OT O fOt U ft$M 10 7% 0 i 
PLUf ^9, Os DRAW 10 79, 39s PLU1 
DRAW f O Os 39 

lti PL01 O, *9: DRAW IU <>,«:" 
LULUR Z 

X 3 77 
Y^37 

F OH 1 - I 1 U A 
LE! Xl*=ftNUm 
LET ¥l=PNDtli 
LEI X1=IN! <Xl*79> 
' .fLLT 1 1 = 1 NT <Y 1*39 5 
25 PLOT U,Y1 
atj NEX I ] 

?OIF STICK (0> =14 THEN D-l 
: ■" IF ST X IT O.O =13 THEN D=2 
1L "IF STICK < i> ) = 1 1 THEN D=3 
1 20 If- S 1 I CP ( 0 > *7 THEN D=4 
122 IF D=l THEN Y~Y-1 
124 IF D*2 THEN Y = Y+ 1 



79, 39t 



20 



c 1 



eo 10 4000 

I [Ml- 

60 fO 2000 
X,Ys COLOR t 



t.2A LF D- i I KLN K-x- I 
126 IF D=4 I HEN X^X+I 
13u IF X 79 OR X;l THEN UQ T u J'"." 
l4o IF Y>39 UR V I THEN BO TO 2000 
150 LOCATE x,Y.F 
J 52 if F**3 THEN ISO TO 3000 
157 TINE = TlME-i 

ise tf i ime -6 rwbN 

159 PRINT 'TiNE - w j 
L&O IF P O THLN 
170 COLOR 2: PLOl 
190 BO TO 30 

20OO FOR I- 1 TO 10: PRINT "CRASH" : NE. Y, T J 
2010 RON 

SOOO SCREEN = SCREEN* 1 

IF SCREEN = 6 THEN GO TO 3030 
3020 SO TO 16 
5C£S0 FDR 1=-- i 1u |0i 
i-ljR TO to: PRINT* 

" : NEX T J: NL X I J 
3035 A - A+l 
3040 END 

4000 FOR I- 1 TO 10: PR1NI 
"YOLI RAN OUT OF TIME" 
4010 NEXT Is END 



PRINT "NELL DUNE 
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BY PARESH SOLAN Kl 
IN 400/800 



At las! this traditional 
board game has been 
transferee! to the Atari - 
and it will keep you 
occupied for hours I 

To start the game press 
START on the right hand 
side of the Atari keyboard. 
You will then see the board 
being drawn and the 
pieces being placed on it. 
You are the darker pieces 
at the bottom of the board. 
The computer will be the 
lighter ones at the top. 

To enter your move, you 
type in the co-ordinates of 



the piece that you want to I 
move, eg A6 and then press^ 
return. Always enter the 
letter first, The computer 
will then prompt you with 
' XX TO?" {XX being the 
co-ordinates ot the piece 
you want moving). Enter | 
the position {co-ordinates) | 
of the place where you 
want to move the piece. 

You will then see the 
piece being moved. After a 
delay of approx, 20 seconds 
you will see the computer 
make its move. It is then 



your turn again. 

You can take any of the 
computer's pieces in the 
normal manner - jump- 
ing over the piece onto a 
vacant square, The com- 
puter can do the same. 
Multiple jumps are not 
allowed. 

If you manage to reach 
the other end of the board, 
the piece will be made a 
king- You can recognise a 
king because of the cross it 
has between the four 
corners. The same applies 



to the computers pieces. 

Only a king can move 
backwards and if you 
attempt to move a non- 
king backwards you will 
get an error message. You 
will then have to re-enter 
your move- 
Many error traps have 
been included in the pro- 
gram to stop you cheat- 
ing- For example if you try 
to move a piece belonging 
to the computer, you will 
be prompted with an error 
message and have to type 
in your move again! 



DRAUGHTS 



1 REM ***PARESH SOLANM*** 

2 REM *** DRAUGHTS*** 

3 POKE 82,0: FOKE 83,39 

4 GRAPHICS <3:POKE 752, 1 : L=6+PEEK (741 ) +25 
6*PEEK (742) POSITION 3,4: ? "DRAUGHTS" : PO 
SIT ION 23,4:? "by paresh ^csl ank i " : SETCOL 
OR 2, 3, 4: SETCOLOR 4,3,4 

5 POSITION 6.9:^ "Press START to begin p 
lay": POKE L+4,7:P0KE L+5,6 

6 IF PEEK (53279) < >& THEN 6 

9 POKE 752,0 

10 GRAPHICS 7:SETCOLOR 1 , 1 , 4 : SETCOLOR 2. 
0,4,0: SETCOLOR 4,l2,6:COL0R 



75: DRAWTO 26.75: 
DRAWTO 26.77 
75 i DRAWTO 34, 75: 
DRAWTO 35,77:DRA 



3,9: SETCOLOR 
1 

11 PLOT 22, 79: DRAWTO 22 
DRAWTO 26, 79: PLOT 22,77 

12 PLOT 31, 79: DRAWTO 31 
DRAWTO 34, 77: PLOT 31,77 
WTO 35, 79: DRAWTO 31,79 

13 PLOT 45, 79: DRAWTO 40, 79: DRAWTO 40,75: 
DRAWTO 45,75 

14 PLOT 49 , 79: DRAWTO 49,75: DRAWTO 51,75: 
DRAWTO 54, 76: DRAWTO 54, 78: DRAWTO 51,79:D 
RAW TO 49,79 

15 PLOT 63, 79: DRAWTO 58, 79: DRAWTO 5B,75: 
DRAWTO 63. 75: PLOT 5S, 77: DRAWTO 62,77 

lb PLOT 67. 79: DRAWTO 67, 75: DRAWTO 72,75: 
PLOT 67, 77: DRAWTO 71,77 

17 PLOT 32, 75: DRAWTO 76, 75: DRAWTO 7b, 79: 
DRAWTO 82,79: DRAWTO 82, 77: DRAWTO 78,77 

19 PLOT 85,75:DRAWT0 85.79:PL0T 90,75rDR 
AWTO 90, 79; PLOT B5, 77: DRAWTO 90,77 

20 PLOT 12, 3: DRAWTO 14, 3: DRAWTO 14,7:PL0 
T 12, 7: DRAWTO 16,7 

21 PLOT 12, 12: DRAWTO 16.12:DRAWTO 16.14: 
DRAWTO 12, 14: DRAWTO 12, 16: DRAWTO 16,16 

22 PLOT 12. 21: DRAWTO 16,21: DRAWTO 16,25: 
DRAWTO 12,25:FL0T 12,23: DRAWTO 16,23 

23 PLOT 12, 30: DRAWTO 12,32: DRAWTO 16,32: 
PLOT 16, 30: DRAWTO 16,34 

24 PLOT 16, 39: DRAWTO 12,39: DRAWTO 12.41: 
DRAWTO 16,41:DRAWTO 16,43:DRAWT0 12,43 

25 PLOT 16,48: DRAWTO 12, 48: DRAWTO 12,52: 
DRAWTO 16, 52: DRAWTO 16,50: DRAWTO 12,50 

26 PLOT l2,57:DRAWm 16,57:DRAWT0 12.61 



i 



27 PLOT 12, 70: DRAWTO 16, 70: DRAWTO 16, 6B: 
DRAWTO 12,68: DRAWTO 12.70:PLOT 13,68:DRA 
WTO 13, 66: DRAWTO 15, 66: DRAWTO 15, 68 

29 FOR A=20 TO 74 STEP 18: FOR B= 1 0 TO /& 
STEP IB 

30 FOR S^B TO B*8:PLQT A, S: DRAWTO A+B.S: 
PLOT A+9, S-9: DRAWTO A+ 1 7 , S-9: NEXT S 

40 NEXT B:NEXT A 

50 PLOT 19,0: DRAWTO 92,0 

60 DRAWTD 92, 73: DRAWTO 19, 73 : DRAW TO 19,0 
70 FOR C-66 TO 70: FOR A=22 TO 78 STEP IB 
: COLOR 2: PLOT A, C : DRAWTO A+4.C 
B0 PLOT A+9, C-9: DRAWTO A*13,C-9 
85 PLOT A,C-lB:DRAWTO A+4,C~1B 
90 COLOR 3: PLOT A, C-54: DRAWTO A+4,C-54:P 
LOT A+9, C-45: DRAWTO A+ 1 3, C-45: PLOT A+9.C 
-63: DRAWTD A+ 13, C— 63; NEXT A: NEX T C 

100 COM CH* (300) : CH*=" A257A444Ab3 1 AB 18B1 
63B350B537P724C256C443C630CQ 1 7D 1 62D349D5 
36D723E255E442E629EB1 6F 161 F348F535" 

101 CH* (LEN (CH») +1 Y ="F722G254G44 1G62BG81 
5H160H347H534H721 " 

105 COM A*( 10) ,B*< 10) ,M(2) ,B<10> ,C( 10> :M 
U>=-6:M(2);=-7:DIM Mi*(200) 

106 FOR A=l TO B:READ B: B (A) =B: NEXT A: DA 
TA 22, 31, 40, 49, 58, 67, 76, B5 

107 FOR A=l TO 8 : READ B: C < A ) =B: NEXT A: DA 
TA 7,16,25,34,43,52,61,70 

108 M14 = " 1B22701740701658701576702431612 
3496 1 22676 1 2 I 856 1 3 1 22523040522958522B765 
23731 4336494335674334B543" 

109 M1*<LEN(M1*) +1 ) ="4422344340344258344 
176345031 254949254B672547B5255722 1656401 
b5558 1654 761 66331 076249076 1 6707608507 ) " 

119 COM X(B0>:FOR A=15 TO 63: X (A) =9: IF A 
<64 AND A>46 AND AOS1 AND A052 AND AO 
53 AND A<>58 AND A< >59 THEN X(A)=-1 

120 IF AC 45 AND A>33 AND A<>38 AND A<>39 
AND AO40 THEN X(A)=0 

130 IF A<l32 AND A>14 AND A' 19 AND AO20 
AO 25 AND A026 AND Ai>27 THEN X(A> 



= 1 
140 
1 45 
150 



NEXT A 

FOR A=0 TO 14 
REM ***ACCEPT 



> f. A) -V:NE XT A 
FLAYER * S MOVE*** 




154 FDR CH=15 TO 63; IF X (CH) >0 AND X (CH) 
09 THEN 160 

155 NEXT CH:"? "YOU LOSE TURKEY ! ! ! " : GOTO 

1 0000 

160 FRINT "ENTER MOVE";: INPUT A*;-? A*;" 
TO";: INPUT B*: IF LEN(A*><>2 OR LEN<B*><> 

2 THEN GOSUB 6000: PR I NT "MOVE NOT ACCEPT 
ED": GOTO 150 

161 GOSUB 7500:GOSUB 2010: IF X(P><1 THEN 
GOSUB 6^00: PRINT "NO PIECE AT ";A*:GOTG 
150 

162 IF P>Z AND KW)<>2 THEN 
PINT "CAN'T MOVE BACKWARDS 1 
,'A$:GOTQ 150 

THEN 
THEN 



GOSUB 6000: P 
NO KING AT ■ 



1 f- <A8S<P-2 ) ) /6< 
GOSUB 6O00: GOTO 



IF ( ABS ( P-Z ) ) /7 
GOSUB 6000; GOTO 



163 IF ABStP-2)=6 
I NT i '.ABS < P-Z ) /hi ) 
50 

164 IF ABS'P-Z)~7 THEN 
INT ( (ABS(F-Z) /7) ) THEN 
50 

166 IF X(Z) >0 THEN GOSUB 6000: PRINT B*; 
" OCCUPIED" : GOTO 150 

169 IF ABS(P-Z) :7 THEN 171 

170 GOTO 179 

J 71 IP X (P+ ( <Z-P> /2) ) >=0 THEN GOSUB 6000 
: PR I NT "NO PIECE TO TAKE" : GOTO 150 

172 X (P+ ( <Z-P> /2> > =0: TE= (P+ ( (Z-P) /2> ) :FO 
R TEST=1 TO 192 STEP 6: IF TE=VAL CM1* (TES 
T, TEST+1 ) > THEN 175 

173 NEXT TEST 

174 GOTO 179 

175 Sl=VAL (Ml*(TEST+2, TEST+3) ) : S2=VAL (Ml 
*<TEST+4,TEST+5) ): COLOR 1 : A=51 : B=S2: GOSU 
B 2**00:GOTO 179 

179 X1=ASC (A*<1, 1) ) = X2=ASC(B*U, 1) ) 
1B0 Xl=Xl-64: Xl-B (XI ) : X2=X2-64 : X2=F < X2) 
190 Y 1 =C < VAL (A* (2,2) > ) : Y2=C (VAL (B* (2,2 > ) 
p 

200 A=X1 : B=Y1 : COLOR 1 : GOSUB 200U 
210 A-X2: B=Y2: COLOR 2: GOSUB 2000 
220 X (Z ) =X <P> : X (P) =0 

230 IF Z>59 AND Z 64 THEN X<Z>=2 

231 GOSUF 7000 
300 GOTO 3000 

2000 FOR UN=B-4 TO B:PLOT A f UN: DRAWTO A+ 
4, UN: NEXT UN: RETURN 
2010 FOR WX^l TO 128 STEP 



4: IF A*^CH* (WX 
,WX + 1) THEN P=VAL <CH* (WX+2, WX+3 ) > : GOTO 2 

040 

2020 NEXT WX 

2040 FOR WX = 1 TO 128 STEP 4: IF B*=CH* (WX 
,WX+1) THEN Z-VAL(CH*(WX+2 t WX+3) ) :GOTO 2 

050 

2045 NEXT WX 
2050 RETURN 

3000 FOR CH-15 

g 

3001 NEXT CH: PRINT "YOU WIN 
O 10000 



TO 63: IF X<CH)<0 THEN 300 

■ ":GOT 



3008 C=0:N=15 

3009 IF X(N)>=0 THEN 3370 

3010 FOR M^l TO 2: IF X(N>= 2 AND X(N-M(M 
))>0 AND X (N-2*M(M) )=0 THEN 3410 

3047 IF X(N+M(M))=0 THEN 3360 
304 B IF X(N+M(M)>^9 THEN 3360 
3350 IF X(N+M(M)>>0 AND X ( N+2*M ( M > ) =0 TH 



EN 3390 
3360 NEXT M 

3370 N=N+1:IF N< =64 THEN 3009 

3380 IF C-0 THEN 3500 

3390 C=M (M) : W^N+2*C=60T0 3420 

3410 C=-M<M> : W=N+2*C 

3420 X (W)=X (N) ; X <N) =0: X (N+C) -0 

3430 FOR Al=l TO 192 STEP 6: IF VAL(M1*(A 

!,A1+1))=N THEN H 1 =VAL ( Ml * ( A 1 +2, Al +3 ) I : H 

2=VAL (Ml* (Al+4, Al+5) > :GOTO 3450 

3440 NEXT Al 

3450 COLOR 1 :A=H1 : B=H2: GOSUB 2000 

3451 FOR Al = l TO 192 STEP 6: IF VAL ( M J ♦ ( A 
1.A1 + 1M-W THEN Hl=VAL(Ml*(Al+2,Al+3> ) :H 
2=VAL (Ml* (Al+4, Al+5) ) : GOTO 3470 

3452 NEXT Al 

3470 COLOR 3 : A=H 1 : B=H2 : F=H 1 : M= H2 : GOSUB 2 

000 

T -480 FOR Al^l TO 192 STEP 6; IF VAL (Ml* (A 
UAl+l) )=(N+C) THEN HI =VAL (Ml * ( Al +2, Al +3 
) > :H2-VAL (Ml* (Al+4, Al+5) ) : GOTO 3490 
401 NEXT Al 

COLOR 1 : A-H 1 : B=H2 : GOSUB 2000 
GOTO 5000 
FOR TR= 1 TO 200 

X=IN1 <KND(1 )*48) +15: IF X < X ) =0 THEN 



X (X+M(M) > u I HP N C- 



3490 
3491 

3500 

3501 
3600 

3510 FOR M=l TO 2: IF 
M(M>:GOT0 3650 

3520 IF X £X) =~2 AND X(X-M(M))=0 AND X-M( 
MX 64 THEN C=-M<M)=GOT0 3650 
3550 NEXT M 

3600 NEXT TR: PRINT " I GIVE UP ' " : GOTO 100 

00 

3650 W=X+C: N=X: X (W)=X (N) : X (X) =0 

3700 FOR Al = l TO 192 STEP 6:11 VAL (Ml* (A 

1,A1+1))=N THEN H1=VAL (Ml*(Al+2. Al+3) ) iH 

2=VAL (Ml*(Al+4, Al+5) ) : GOTO 380O 

3710 NEXT Al 

38O0 COLOR 1 : A=H1 : B=H2: GOSUB 200 " 

3900 FOR Al=l TO 192 STEP 6: IF VAL(M1*(A 

1,A1 + 1M=W THEN H1=VAL (Ml* (Al+2, Al+3) ) : H 

2=VAL (Ml* (A 1+4, Al+5) ): GOTO 4000 

3950 NEXT Al 

4000 COLOR 3: A^Hl : B-H2: F=H1 : M=H2: GOSUB 2 

000 

5000 IF WM4 AND W<19 THEN X(W)=-2 

5001 GOSUB 7050 
5010 GOTO 150 

6000 FOR 1 = 1 TO 100: SOUND 0 , 36 , 36 1 36 : NEX 
T I: SOUND 0, 0, 0, 0 : RETURN 

7000 IF X(ZI=2 THEN COLOR 3: PLOT A , B : DRA 
WTO A+4,B-4:PL0T A+4,B: DRAWTO A,B-4 
7010 RETURN 

7050 IF X(W>=-2 THEN COLOR 2:PL0T F,M:DR 
AWTO F+4,M~4:PL0T F+4,M:DRAWT0 F,M-4 
7060 RETURN 

7500 IF ASC(A*)>72 OR ASC(B*)>72 OR VAL ( 
A* (2, 2))>S OR VAL(B*(2,2) ) :B THEN FRINT 
"COORDINATES DO NOT EX 1ST ! ! " : GOTO 150 
7510 RETURN 

9999 END 

10000 ? "PRESS START TO REPLAY '* 
10010 IF PEEK (53279)06 THEN 10010 
10020 RUN 
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BY P. PHELBY 
WITH EXTENDED 
BASIC & JOYSTICKS 



$4 



Why is it that every time I 
go ior a spin in my laser 
base hordes and hordes of 
aliens start bombarding 
me with missile fire. 

Lost week it was the 
Galaxeroids, before that 



a few other laser bases 
were watching our Space 
Sector quarter finals of the 
Intergalactic Cup when, 
two minutes before the 
end, the sky above the 



f 



me Solar Saucers, and now stadium was completely 



ts the blasted Niveks 

And there's the Space 
Skins and the Pluto Punks 
- not that I mind them too 
much - they dress a bit 
weird and are hooked on 
Martian mushrooms but 
apart from that they keep 
themselves to themselves. 

No - its the likes of the 
Niveks that annoy me - 
mindless space vandals 
each and every one. Last 
week, for example, me and 



blacked out by ct swarm ot 
Niveks spitting missile fire 
down on to the pitch. 

The refdroid appealed 
for a cease tire over the 
telescanneT but the Niveks 
weren't interested in the 
Laserball anyway - it was 
sheer violence they were 
aiter. They could be the 
death of that game. 

So as you enter keep one 
finger on the CTRL charac- 
ter keys marked below- 




NIVEKS INVADERS 



0 REM K.GOULD I NG COPY RIGHT <C) 

1 G05UB 3OO0 

I? s = o 
3 L-3 

10 GRAPHICS O 

1 1 SETCOLOR 2, 10, 4 

12 COLOR IB: PLOT 0 t l:DRAWT0 39,1 

13 L=L+1 

15 COLOR 23: PLOT 2,20:DRAWTO 37,20 

16 COLOR 24: PLOT 2,19:DRAWTQ 38,19 
20 POKE 752,1; POKE 755,4 

30 A=L 
40 C=0 
50 D=20 

60 POSITION 0,O:FOR 1=1 TO A*2:7 "=";:NE 
XT 1:7 

70 POSITION 26,0:-* 
80 FOR 1=3 TO 38 STEP 3 
90 POSITION 1,2:^ »« 
95 NEXT I 

! 0O F UR 1 = 1 TO 33 STEP 2 
110 FOR J=A TO A+6 STEP 2 
120 POSITION I,J=7 "W 
1 ?0 NEXT J 
140 NEXT I 

160 FOR 1=0 TO 6 STEP 2 
170 IF C=l THEN 220 
180 LOCATE 3B,A+I,B 

190 IF B<>32 THEN COLOR B:PL0T 3S,A+I:P0 
SITION 0,3:7 " M : POSITION 0,A+9:7 " " : A=A+ 
1 :C=1 : POSIT ION 0,A+I:? 

195 IF B<>32 THEN PDSI 1 ION A*2 7,0: ^ " 

>" 

20O POSITION 0,A+I:7 " " 

210 GOTO 250 

220 LOCATE 2,A+I,6 

230 IF B \ 32 THEN COLOR 6: PLOT 2,A+I:POS 
IT ION 0,3:7 "":P0SITIGN 0,A+9:^ » ":A=A+1 
;C=0:P0SITI0N 1 , A+ I : 7 " « 



235 IF B<>32 THEN POSITION A*2-3,0:^* " 

>" 

240 POSITION 0,A+I:7 

250 IF RND(0>:0.95 AND I<6 THEN 2000 
260 IF STRIG(0>-O THEN GOSUB 500 

265 K«"Kf*4 

270 IF STICK < ©1*11 AND D 1 THEN D-D- 1 
273 POKE 19,D+I 

275 IF STICK (O) =7 AND D 36 THEN 1 

280 POSITION 0,22:^ " " 

281 IF R-l THEN 2030 
2B2 F-F+ 1 

283 IF F=4 THEN POKE 755,4 

234 IF F=B THEN F=0:POKE 755,0 

2B5 IF A=13 THEN 1000 

2B6 IF A=ll THEN SE fCOLOR 2,3,3 

267 IF A=8 THEN SE 1 COL OR 2,2,4 

280 NEXT I 

290 GOTO 160 

500 REN FIRING 

505 IF K<3 THEN RETURN 

507 K=0 

510 COLOR 33 

520 FOR J=21 TO 4 STEP -1 
530 LOCATE D+ 1 , J , G 
540 SOUND 0,J,6,8 
550 PLOT D+ 1 , J 

1560 IF G.32 THEN 600 
570 NEXT J 
600 REM 

6t0 COLOR 32: PLOT D+l , 21 : DRAWTQ D+1,J 
615 IF G<>32 THEN FOR J= 10 TO 100 STEP 1 
l 0:5OUND 0 , J +G , 1 O , 8 : NE X T 3 
617 SOUND 0,0,0,0 
620 IF G=119 THEN S=S+lO 

630 IF G=42 THEN R=0: S 1=S1+ 100: IF P=119 
THEN S=S+10 

635 IF <G=119 OR G=42) AND S >0 AND S/680 
=INTtS/680) THEN 10 
640 RETURN 



Hi* 



fa** 




- 



I00O REM INVASION 
10 10 GRAPHICS 0 
l«15 SETCOLOR 2 f O,0 
1020 L=6+PEEK (741 > + 256*PEEK < 742> 
1030 POKE L+2,7:P0KE L+5,6:P0KE 752 T 1 
104V POKE 764,255 
1050 POSITION 0,2 
JOiO "* "YOU'VE BEEN INVADED!" 
1070 POSITION 4 : 7 "the earth 15 dcmme 

d. • 

1980 POSITION 0,6:7 "YOUR SCORE IS " ! S+S 
1 

1090 POSITION 0,B:7 "DO YOU WANT ANOTHER 
GO ( Y OR N ) " 
11 lo GET tt2, A 
1120 TF A=B9 THEN RUN 

117-0 IF A<>78 THEN ? "INPUT (Y OR N>" 
TO 111© 

1 140 GRAPHICS 0 i END 
2000 REM SPACE ATTACH 

2010 N=INT(RND(0)*13>*3:N1=N:M :M» M 
2020 R=1:P=32 
203O COLOR R:PLOT N1,M1 
2035 IF 11=19 THEN 2200 

204O LOCATE N,M, P: SOUND l,M#lO,10,B 
2050 COLOR 42: PLOT N, M: Nl =N: M 1 = M 
M=M+1 

N=N+ INT < RND <0> #3) -1 
IF N 2 THEN N=2 




: h *->60 

20TO 
2O80 
2O90 
2095 

2 1 00 
2200 

22 lO 



IF N 38 THEN N=3S 
SOUND 1,0,0,0 
GOTO 260 
FOR V=19 TO 22 
COLOR 42 



2220 IF N 5 OR N; 34 THEN 22S0 

2222 PLOT N-(V-19> , V: DRAWTO N+(V-19> t V 

2225 FOR X=l TO 5:SOUND 1 , X*9, 10, B: IMEX T 

X 

2230 NEXT V 
2235 SOUND 1,0,0,0 
2240 FOR V=19 TO 22 
2250 COLOR 32 

2260 PLOT N-CV-19) . V: DRAWTO N+(V-19),V 
2265 FOR X=l TO 10: NEXT X 
2270 NEXT V 
2275 PLOT 0,0 

2277 IF D N-5 AND D N+3 THEN lOOO 
22BO R=0:G0TO 26© 
'000 REM RULES 
3010 GRAPHICS 0 J POKE 82*0 

3020 POSITION 12,3:7 "NIVEK'S INVADERS" 
303O POSITION 12, 4: 7 *« 

3040 POSITION 0,7=? "DO YOU WANT TO SEE 

THE RULES <Y OR N>?" 

3050 OPEN #2,6,0, "K: " 

306O GET #2, A 

3070 IF A=7B THEN RETURN 

3080 IF A:>89 THEN 7 " INPUT CY OR N> " : GO 
TO 3060 

3090 GRAPHICS O 

3100 ? " THIS GAME IS LIKE SPACE INVADER 
5 BUT THERE ARE SOME " : 

7110 ? "DIFFERANCES. YOU HAVE TO SHOOT A 

LL THE *w* SHAPED INVADERS"; 

3120 7 " BEFORE YOU GET DESTROYED" 

3130 ? =7 "THERE ARE 2 WAYS TO BE DESTRO 




YED! " 
3140 7 
3150 ? 
3160 ? 

IS AN 
3170 ? 



:7 "1_ GET HIT BY A *' " 
"2. GET INVADED" 

:? :? " WHEN THE GAME STARTS, THERE 
ARRtJW" 

"AT THE TOP OF THE SCREEN. WHEN IT 



REACHES" : 

31B0 ? "THE ** THEN YOU WILL BE INVADED' 

i if 

3190 7 "THE ARROW MOVES CLOSER TO THE " 
EVERY " 

3200 7 "TIME A *** HIT'S THE SIDE OF THE 
SCREEN" 

32iO ? "AND CHANGES DIRECTION" 

3220 ? :? " THE " REPRESENTS THE EARTH " 

3230 ? * THE ' >* REPRESENTS THE INVASION 

FORCE" 

3240 ? :? "PRESS SPACE BAR TO CONTINUE" 
3250 GET #2, A 
3260 GRAPHICS 0 

3270 7 "THERE ARE SOME LARGE "* 
TOF" 

32B0 ? "OF THE SCREEN. THESE ARE 
ER SHIPS" 

3290 ? "THEY ALWAYS KEEP OUT OF 
GE" 

330O ? "AND IT IS THESE SHIPS WHICH 
DE YOU" 

3320 ? 
3330 7 
3 340 ? 
DERS, " 



NEAR THE 
THE MOTH 
YOUR RAN 
INVA 



7 "THE *w* ARE WORTH 1G POINTS" 

THE F ** ARE WORTH 100 POINTS" 

7 "BEFORE YOU CAN SHOOT THE INVA 
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CONTINUED 
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94 COMPUTER A VIDEOGAMES 



Sptt-h urn Mac hint Unf uige f 01 
TlttMiSDluti Bfgiirvtr 

Discover the eaw and power o< the 
Spectrum s own language with itiis book 
Includes specific eiampies. wrMtesi 
OuKtiC^ a nd an original arcade game 
C6 95 



SPECTRUM 
MACHINE 
LANGUAGE 
FOftTHE 
ABSOLUTE 



n - — — 



UNDERSTANDING 
YOUfl SPCCTMJM 



Undri '.Eindrni If ogr frtctrum 

A complete Overview <jrt|he remarkable 
Speitrum fw tjrxh BASIC and m* hint 

lariguftgr [\t rigr 4 mm ing by the 

distinguished Or Ian Logan £7,95 



SfMclrum Harihari U*nuii 

THe author eipla<ns eifK tly wtial 
e instde the Spectrum , and how* 
****** Full Circuit diagrams, 
deta iled explanations, and 
:ons".ruc!»on projects £5 95 




The belt software game* DOC 
ever written lex your Comma 
W Teaches you how to m*in 
m#Jti mum use ot Ihe 
Commodore 64 s sophistical 
teatures 15.95 



Th* Complete Speclrum Mm t>M««ribly 

This boon. i4 1 of ihe ser»ous 
programmer who wants Id 
gel right to the heart of Ihe 
Spectrum Fvery rouhne 
disassembJedandeiplrti'ied E9.95 



Alresh and highly creative 
col let 1 Hin of ready made 
pf ograms whic h will teach you 
how to max irvnse the enure range 
nr your Dragon's i mpressive 
capabilities £595 



Computing 

The best sel li ng ga me collection 
icy the VIC 20 wnnen by Clifford 
Ramshaw. Special easy to read 
program listings £6 95 



MittoiK Pigpunmi rig 

Make your Of ic meteoraC wilh 
this eic ill ng cotreclmn ot ga m*s 
and utility program) Includes 
mac hi ne language programs 1 
£5.45 



Orders lo. 131Trafalgar Road. 
Greenwich. London SE 10 



MELBOURNE HOUSE PUBLISHERS 

□ Please send me your flre*4£ page catalogue Please vend me 
SPECTRUM DRAGON 

□ Understanding Vour Spectrum £7 95 □ Enter the Dragon 

VIC20 

□ VIC Innovative Computing 



O Spectrum Machine Language 
tor The Absolute Beginner 

□ Over the Spectrum 

□ The Complete Spectrum ROM 
Disassembly 

□ Spectrum Hardware Manual 



£6 95 
£6 95 



£9 95 
£5 95 



COMMODORE 64 

□ Commodore 64 Games Book 



£5 95 



£6% 



£5 95 



Coire-ipondeix f to B tbt4 1 Hup 
Station Road Cheddmgton 
Leighioneui?ird. BED5LU//NA 

ORIC1 

□ Meteoric Programmi rug 



Trade enquiries 
welcome 



£5 95 



All purees include WT where applicable 

£ 



Ai' Melbourne House cassette software is unconditionally guaranteed against mallunction 
AcceswrrjifF', cj'Uiih v-p;ii. .h,-i: • ' ir uugh on our ?4 hour ansatqne (01)8587397 



Pease add BOp for post and pack £. 

TOTAL £ . 



SO 



CVG7 



I enclose my cheque/money order for I. 

Please debit my Access card No 

Name 



.f xp»ry date 



Sifi iiilure 



A;1 Vm-A 



Postcode.. 



_ MELBOURNE HOUSE PUBLISHERS 








WUhaSmOe 

(for any ZX Spectrum) 



Insanity 

any ZX Spectrum) 



Hhfeddy 

ZX Spectrum) 



of these games for jusl 

£C50 

4 EACH 



including first class post, 
packing, VAT and an 
UNCONDITIONAL 
LIFETIME GUARANTEE 



WKen you buy Imagine Software yOu buy it for life, if an 
Imagine Software product EVER fails to load first time 
simply return it to Imagine for an instant free replacement 
All order* despatched by first class post within 
24 hou rs of receipt. Subject to stoc k aval lability. 
Why not put a first class stamp on your envelope and you will 
receive your order within 3 days ot posting Availoble from 
W.H Smiths, Boots, John Menzies, Dixons and oil good 
software outlets. 

Dealership enquiries contacl: P. J. Finnegan on 051 -236 0645 




Imagine Software, Masons Buildings, Exdfc 



s snses coping 




irony 2 **rum) 




Post coupon now to Imagine Software, Masons Buildings, 
Exchange Street East, Liverpool, Merseysida L2 3PN. 
Pleose rush me copies of jrick box) 



Q Arcadia Q Schizoids 
| | Ah Diddums 
| | Molar Maul 

Oar any ZX Spectrum) 



□ Arcadia □ Wacky Waiter* 

□ Cotcha Snatcha 

□ Frantic 

(tor any Commodore VIC -20) 



Please debit my Access/Barclaycord (detete as necessary f 

Card 
Number 



I enclose Cheque/PQ for£. 

Name 

Add ress 



CVG7 



gs, Exch<kStieet East, Liverpool, Merseyside L2 3PN. 




SUPERFAST CREDTT CARD SALES LINE : 

051236 6849 (24hrs) 



BY K. WrtRDLE 
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il* K 1 jWTvil™ f ill ] iM't : i A t jB < ll 








'iT:% ■ i, t * 1 If TiWJ il k 

















s ass*.-* 

DIM TWO) 
70 PROCS 

Q0 REPEAT 
tOO PROCrt 
110 pROCW 
120 PRO^V 

l3 e pROcn 
l5 o ppocz 

180 IF ^ " 
19 0 FV.=g_ 




zee 

23Q 
250 




27& 
34Q 

?50 



370 
3©0 

400 
410 

4,30 

450 

4£0 

470 
4S0 

520 
530 



■=245 bl T *eH 



5^0 

550 



7^9 



NEXT 0 T HEW 

SOUND i .I "* 4tf 
EWDPpor 0 ' 4 ^,2 

NEXT ^^.^lsg/^^ 
^ e?;*4 Tu _, 



IP 



=■9 



^4a 

7*50 



THEN 

then 



N,\=^ 



THEN 







770 
780 

800 

360 
©70 
830 

900 
910 

940 
£98 
*60 
97© 

1,030 
1040 

j,0fi0 
1070 

1020 

1100 
1110 

11S0 

11^0 

its® 

1 160 




^1744 TO 32664 STEP** 

t . ?2 =2^0 4 > , k score : " I y ■ 
ENDPP0 c 




Si «< 1 

i • 

* V 





1190 r^j!^:^^>Ohm}^^^}i t ,r CftTCK- 

1290 CL.5 V( "CATCH" 
122 0 PRINT" *t^i - ^ 

1293 Print r 4 pi,,,^-'e-cts V i 1 f T the ' rLlT. . 




"2 Sg^c* ' 3;t>3 THe * 
1459 i.v, : S' 9 - *m* b 

2500 if q Vj 

£2**< THEN M9e 



f or 1 n 



G 4 



CI 



" ^st.. to 4 . . 



GAMES S0FTWARE FR0M mm Z2 65 



each 
in six pac 




FHOGGER- incredible animation m (his high performance graphics enpenence Frogs. Irucks. cars, 
boats, logs, turtles and hlypads all combine to give your brain a real workout £4,&5, 

3D MAZE. The ultimate maze game features brain power not lire power A visually breath-taking 
3-<jimensionai display with a tormenlmg time factor as the 4th dimension. £4.75. 

NEW YORK BLITZ. II seems a shame thai lr»e only way lo safely land your nuclear bomber is to totally 
obliterate the city, but that's the way \l goes E4-95- 

ROBOT MOUSE, In thrs rutunstic homicidal game you collect atom* cheese from the rioor of lt*e 
Space maze avo.d.ng |t»e mean mallunetioning androids who kill on contact £4.50. 

SPACE SHUTTLE. Tesl your reflexes to the maximum as you attempt lo rescue dumb scientists from 

the lunar surface Beware oi the exploding asteroids \n this hectic 
challenge. £4,50, 

BUG DIVER. In |hi 5 highly original game, as a mere beetle you've gotta 
be last to avoid Ihe angry carnivorous tisn whilsl stealing Iheir precious 
eggs. Their favourite meal is raw beetle. So waich oui! £4.75. 




OFFER 

Any 2 games £7,90 
Any 4 games £12,95 
Any 6 games £15,90 
— that's only 
£2.65 each! 

MONEY BACK 
GUARANTEE 



NOW FOR THE FIRST TIME IN UK 



■ * * * ■ 



Six famous arcade quality games use machine code, Hi res multi-color 
grafix. editing sound effects, for any VIC 20. keyboard or pystiek. 

Availabte now in UK. direct from manufacturer only thru our super fast mail 
order service, or 24hr credit card sales line. All games supplied on cassette 
wiih written money back guarantee, 



Galactic Software 



PleBse supply, 



Debit my Access' Visa card (deleie 35 necessary I 

Card 
Number 



a 



m 



I enclose cheque PO for C 
Name — 



Address 



0460 40744 (24hrs) 



l 
l 

i 
l 
l 
l 
I 



LAMBROOKflD SHEPTQN BEAUCHAMF SOMERSET TA190LZ 



RAM PACKS FOR YOUR VIC 20 



HARDWARE 



32K switchable to 3K r 1 6K, 24K 4 hi res. 

16K switchable to 3K 

4- slot motherboard 



£69.95 

£44 95 8K £29 95 3K £19.95 

£24.95, All slot directly into the back of your Vic 20. 



SOFTWARE 

Cartridges — Sargon Chess, Gorf, Omega Race, Forth, Choplifter £24 95 

Alien, Jelly Monsters, Mole Attack, Rat Race, Road Race £19.95 

Meteorites & Satellites, Spiders of Mars, Tank Atak, Cloudburst £17.50 

Vic Tapes — Boss Chess {SK.) £14,95, Bonzo <8K) £7.95, Grid Runner £6, Abductor £6 

Asteroids £7 Cosmiads £7, Moons of Jupiter £9 99, Shark Attack £9,99, Martian Raider £9.99, Vic Rescue £5, 
Frog £4 Kra'zy Kong £6, Quackers £9.99, Skramble £9.99, Annihilator £9.99. Commodore 64 tapes - Grid 
^sRunner£8.50, Star Trek £7, Mutant Camels £8.50, Krazy Kong £8.99, Alien Panic £8.99, Monopolee £9.99, Sprite 
Factor £4,95, Adventure Pack 1 £9.99. 

ALL PRICES INCLUDE VAT. Please add £1 post and packing for hardware, 50 p for software. Overseas orders - 
exclude VAT add £2 post and packing. 



Please send the following: 




To: RAM ELECTRONICS I FLEET) LTD., 
106 FLEET ROAD, 
FLEET, HANTS. GU13 SPA 
ENGLAND. 

Telephone (02514) 5858 (not Weds.) 

From: 



I enclose my cheque PO for £1 



Charge my Access. Barclaycard number 



Credit card or postal orders for 
post (1st class) 



by return 



TRADE ENQUIRIES WELCOME. 
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+77*24: IFFEEK<M>032THEM2S 



•lev 7k 

2 C M=INTC440*F:HIi |: I 
^fl FQKE71 . 6 1 F0KEM+ 

-a if f eek - p+q i ■.: 32TH|N5e 

■- - 71 *= "©88000" 
"-4 IFX=8THEN?6 



: -"■■2 

1 04 

L Bf 



150 




IFXP33THENS— i R*P 
1FX=£6THEHS-1 F=8 
TFX»47THENR ! =22 : - =l - 

- 4§ I FF EEK < P+$^*3><>32THEH3 -'0 
FOKEF , 32 

41 iFO-:v.:K .THEHF = l 0OT02« 

2» jfe-'^r:- E^SES^^*** NEXT POKES© '0 

US Sl!'" :.:^r"^ KEV* 
338 FCiKEl3S-3 : MfllTt33- 1 

^lTHeScoTOseo 

388 V<K>-INT<lWHS-.l ' ;*1 „<io«r^*«22*X*K« . 
S| ^EKeX<KW<KVK>32THEh388 
4J& PCik:e-Xf;K.)*V<K> -5? F^.F_>^.K^^K 

$18 SBWfc% ^'llfills 1 lls!j«tiMTl26- 126' 182 ' «'M.48. 48,46 
X-010 WTUFH 





ID CL5 

t 1 [> T i-: fi 

20 PR I NT 

12 . 

30 PRINT 

4 0 INF 1 ~ 



"DO YOU i4PNT INST 



r 6? 

B*»''Y«T TH£r4 $0TQ 
LET 5TftENGTH = ie'3€ 



G 1 " 
IF 



3 LE1T CC^PUTEP-INT {CtiiL>*5> +1 

110 LF'" j-^r.r-.Tiit-IriT i ffviL- I .*» 
12© CL 5 

130 PRINT "YOU ;"}RFf NOU EEiNG TR 
RN5PORTED TD Z£lX""& U.*' 

14.0 LET LEUE'L =LEUEL + 1 

150 G05UB 

Hi IE ^STRENGTH < 1 THEN GOTO S50 

"SIQ FOR C = l TO 10 

220 PRINT fi* (CO 

230 NEXT_C _ t . fr . 

350 PRINT ,>l STRENGTH : STRENGTH 

111 IF HCal THEN PRINT "YOU HHO 

E a&0 E PRXNT , , "WHICH DIRECTION DO 

YOU WISH TO GO. M 
270 INPUT B$ 

2S0 GOSUB 7-050 ^. „ 

285 LFT STRENGTH=5TRENGTH-1 

290 LFT (fi.,flRJ = 

330 LET a-P.-,- ifi-; > ^ 



B«="SOUT 



ZAXSV 




I was sitting in my office enjoying a large Pa nga lactic gargleblas 
ter when the call come. I picked up the Vi si viewer. It was the 
chief, 

' I want you to go to the plonet Zax's V and investigate a 
leak," he growled. "I'm no plumber/' I replied. "Cut the wisec- 
racks," he snaHed. "Just listen. We've been getting reports from 
our man out on Zox that there's a double -agent operating — 
and he's selling Federation secrets lo the Monotrons. Unfortu- 
nately it looks as if the Monotrons got to our man before he 
could find out the identity of the double agent. Now I want you 
to find out who this guy is and stop him — permanently/' 

'The only clue we have so far/' the chief said, continuing his 
seemingly endless briefing, "is that the identity of the double 
agent is stored in the memory of a computer on the top storey of 
an office block in downtown Zojcville, That was the last message 
Our man managed to get out before they bumped him off. OK„ 
so now it's over to you . . !* 

This is o graphics adventure which will have you baffled from 
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RUNS ON A SPECTRUM IN 16K 



BY MARK LATTO 



some time. As the private-eye on the case your job is to get to 
the top of that five storey office block and discover the name of 
the double agent. Easy. Well, not quite. You may come across 
guards as you make your way lowards the computer — and 
these are decidedly unfriendly. 

Also, the only way to get from floor to floor is by lift. And 
these lifts are locked and barred. Before you can go up you must 
find the lift key in one of the five rooms on each floor. A time 
consuming task. Beware of the tosty looking snacks you may find 
in the rooms — no doubt left behind by the office workers. Some 
may hove been poisoned by Monotron spies. 

Once you manage to reoch the top floor you'll find the 
computer Deep Throat reody to tell you the name of the double 
agent. Well, almost ready. It appears that the double agent has 
already been to the office before you — and has planted a 
bomb which you must defuse. 

Full instructions for this exciting adventure in the underworld 
are included in the program. Here's looking at you kids . . . 



Strength?!* " THEN LET STRENGTH 

330 LET RKfl.Rfi) = H< 

R* KEY AND FC=0 THEN GOTH §S~« ST 
THEN GOSUB 3000 LMVmL < 10 

P *I£ R -r2 Mt " goto 3»Se * STR * COW 

0 43 ® Ip CIOKEY THEN GOTO 50 

*10 GOTO 20© 
M S «?f c P"INT "YOU HRUE ENT ERE& ROO 

HI fe-^^j^ 

THEN PRINT "THE RQn 
EMPTY 



— — - — t~- — j. i ft 

you flPF in is 



D = l RND INKEY THEN 



50 IF 
OTO 550 
560 IF D = l THEN GOTO 

<4)+1500*(D>3 AND D<6) +aO0O*(D=6 



PRINT 



1000 
QOM 
HRUE 
TH 
1020 
103© 
ISIONED 
104-0 IF 
ED " 

1050 IF 
IOMED 11 
1Q50 IF 

POISIONED 
1073 IF FC = I 
3 MACHINE SR 

1080 PRINT 
ERTTNG THF 
1090 INPUT 
1100 GOSUB 
1110 IF B|= 



YOU HRUE ENTERED A R 
CONTAINING FOOD . YOU 
STRENGTH OF " ; STRENG 

LET D=INT fRND*3J +1 

D<>2 THEN LET 8*= "NOT PO 

D=2 THEN LET B$ = -'PCl5ION 

RND>.8 THEN LET B* = *'PoiS 

RND>_8 THEN i_ET E $ = "NOT 



THEN PRINT 
S THAT THE 



THE FOG 
FOOD IS 



1120 IF D 
LUCKY THE 



"DO YOU 
FOOD . " 

7000 

"NO '* THEN 



UftNT TO RISK 



GOTO 200 



(D 



STRENGTH =S 



2^THEN PRINT YOU ARE 
FOOD UAS OK. YOUP NE 
^STRENGTH,'-, STRENGTH+100 + i5e / 

1130 IF D<>2 THEN LET 
TkENGTH + 100+100* fD-3* 
114.0 IF D*>2 THEN GOTO 150e- 
1150 PRINT "UGH IT UA5 POI5ION 

Sr^ftfefT 1 |5?^g GTH - S ^NGTH -100-1 



1170 

1S00 
15 10 
1520 
s0Oe 



GOTO 15120 
PC." C=l TO 
N F XT C 
GOTO 20G 
PR INT 



350 




2010 pen 

ROOM VHX 
UHICH IS 
3D IS 
f IS ONLY 



;h 



2020 
2040 
2500 
2510 

-;■ 

2530 

4-0 

e e 



as 



2570 
2640 

2660 

2ETO 
^550 



"YOU Hh'JE EfiTE~E^ R 
CONTm XN5 R MRCHINE 
££LE TO TELL IF FO 
PO ISIONED OP NOT. I 
*0 */ 9 RCURRTE . 

GOTO 1500 
PRINT 
PPINT 

PR INT 

PRINT 
PRINT 
PPINT 
i" C R C = J 
PRINT * 
NEXT C 
PRINT " 
PRINT 11 
PRINT " 
PRINT M 
PRINT 




COMPUTER & VIDEO GAMES 105 





IE GOLDEN BATON 
ARROW Of DEATH Pt1 
ARROW OF DEATH Pt 2 
ESCAPE FROM PULSAR 7 
FEASIBILITY EXPERIMENT 
THE TIME MACHINE 
CIRCUS 

From Channel 8 
Software Limited 
51 Fishergate, 
Preston. PR1 8BH. 

Trade enquires welcome 



Jo: Channel 6 Software Limited, 51 fishergate, Prerton, Lancashire. PR1 BBH. 

Please supply me with the following 16K Atari Games 



NAME. 



ADDRESS. 



I enclose £ (ft 7,99 per Gam*) 

rj>*qu«j should bt 4n**t p*v«W» to Chinn«l S SoMw*re United. [ loteflu* |^]ft»f wf Qrxtor\ ~\Accatt [ 1 ffir/tycawf 
If vcmj wi-ih to cmy by Cr*ctli ttfO pieaw enter yout account number below: 



£59© ^RINT fOU RRE RT THE LlfT 

gO YgU HflUc T HE KEY TO REHCUE TH 

f^QQ ii».-'LiT S ^ 
27 IP) GO SUB 7O30 

a 720 IF B$ = "VES" RND HC = 1 THEN Q 
OTO li0 

IF B$ = "VE5 " THEN PPINT fit 2 
1>0.; 'NO YOU DON ,,M T M 
£74P LET .^$fr-.P]f.:i = 

LET 5TKcNGTH=57REN3TH-lO0-Z 

NT re*NC--*300) 

275tf LET 1 

S750 LET R$ (R , RR? = "E " 

2776 GOT" t^t? 

PRINT ™» 







PRINT 

D THE K£ V " 
3®~G t=P if. iT 

CR055 THE" 
3030 PRINT 
LIFT." 
3040 LET HC 
3050 FO^ TO 
3060 NEXT C 
3G5 70 C L J. 
JS30 RETURN 
3500 PRINT 



RT 
RT 

= X 



* * 



5^5; "YOU HRUH FOUN 
7,S;"TD THC ERR 3 R 
9,5; "FRONT OF THE 



WER " 

3930 IF B$:S 

3940 IF E$^5TR$ D THEN GOTO 
394-1 PRINT RT 0,0, 

GOTO 3S90 
3960 PRINT "VOU RRN OUT OF T 
RND UERE KILLED." 
3970 GOTO SS00 
4.000 PRINT 



R$ D THEM PRINT "HI 

7100 

IMF 



:E 





10 



3510 FOR D = l TO 50 

3520PRINT RT 7 , 7 ; ' : RT 

"l^B^B" ■ RT 3,3; '" b*" " RT 9.8: 

3530 IF RND c - 03 THE N GQ Tu i6tf 0 
35 40 P RINT RT 7,7, LJUJiU" , RT 10 , 7 

, ^ B^H- ; RT a ,8; "V- "; RT 9.8; " -V 1 

355 0 RRND RND 

3550 NEXT D 

3570 GOTO 3710 

3500 FOR E = l TO 4 __. 

3510 PRINT RT -ia^r'fflffi-iflT 12, 

S + E, "D" 
362Q NEXT E 
3630 PRINT RT 12,7; 
354.0 GOTO 3540 
3710 CL5 

372© LET C<=" t6SS36-fPEEK 16436+ 



(SSSfPEEK 16437) ) J /50" 
373© FOR C=0 TO 3 
374 0 PR INT RT 1 1 J C ; C ; RT 

r C,e; "MnHM 

3750 NEXT C 
3750 LET D = INT -:RND49i 
377© LET S=IHT !RND^?: 
3?aa POKE 16436, ^55 
3790 POKE 154.37.2F5 

3800 PRINT RT 13 , 0; "DETONATION X 

M ",300-URL CJ," SECONDS'" 

3S10 IF URL C*>300 THEN GOTO 395 

0 

3820 INPUT 6$ 

3830 IF LEN B*>2 OR B$(l> <"0" OR 
B$a) >"9" OR B$(2) OR B*C2> 

"9 % - THEN GOTO 33213 
3340 IF URL B|(l) =D RND URL B*{2 
J =E THEN GOTO 3870 



C j 1 1 1 C j R 



3850 PRINT RT URL 
> ; I INT t {RB5 (URL 
JRL E$ 1) -D) ) > 
3660 GOTO 3SQ0 

3S70 LET D=INT tRND*I000O0> 
3P80 CL3 

3890 PRINT "DETONRT ION IN "; 
L J RL C*i " SECONDS 

3895 IF URL C$>300 THEN GOTO 



B% (2> , URL t * t 1 

B* <2> -EJ +RB5 4 



300» 



395 



3900 PRINT "ENTER 
3910 INPUT EJf 
3920 IF B*>STR$ D 



CODE NUMBER" 
THEN PRINT "LO 




4010 PRINT RT 5,14j;'YOU HAVE FOU 

14 ; "GET RERDY TO ENTER " ; TRS 14; ;; 
R NUMBER FROM'-.TRB 16; "11 TO S) 
4020 FOR C=l TO 120 

4 0 30 NEXT C 

40-40 FOR C = l TO INT (RNDtbi *5 

4 05 0 LET D = INT i RND+5 + 1 li 

4050 IF RND >, 1 THEN PRINT RT 12, 

15 : "HE DOES " * D 
4.Q7i? PC- ■-: E 18 1 36 2 *£■ 3 

till I^"Ink14*^-"hEN GOTO 4*9* 
Xl00 IF INKHvl :3TR$ D OR (65536- 
- f PEEK 15436+ 1256*PEEK 16437i )) / 
50 > 1.5 THEN LET 3T RENGT H=3T RENGT 

H -D*10 

illO r^E.vT C 

GOTO 200 

LET D = IMT *RND*7+13 
IF D<>7 THEN LET D - INT f . RNC 



4513 
*7 + D 
4530 
4530 
30M 



IF L><>7 THEN ^OTG 330 
PRINT "YOU MRUE ENTERFu r, R 
CQNTRINING R MATTER 

Transporter . " — . _ 

454© LET D^INT t RMD *5 J + 1 _ fBCj ,_ 
PRIMT = "f SU' HflME ©eCN T^h^5F 

'rteC' to level x+level 

4530 SOTO 

111! gl^UfiRLScK' AND D-0> f 



= 2 ) + 

RND 

5020 

i c$ 

S03O 



D=4> 
PP INT 



OU RRE FRCED BY R 



RT 10,0; 



lRND*3? +1 



D=D +2 + 



D=D-E 



gctc 



PRINT 

5040 LET D=^ 

5050 LET E = INT 

£050 INPUT B J TUP .. , PT 

S070 IF URL B$=E THEM LfcT 

i5S8 > iF > «>>19 THEN LET D f l8 
509© IF URL 8«::E THEN LET 
5100 IF D<© THEN LET D-0 

5110 PRINT RT 10,1;" 

■■ ; RT 10 ,D; "* 

5 120 1^ D<s0 RND DUS THEN 
l?30 IF D=0 THEN LET STRENGTH =5T 

5140 T ir 5 D?l THEN PRINT "Y0U HRUE 
DISTROYED THE ";C$ 

111! priSt 1? ?§u RRE UNDER -TTRCK 

BY ROED GUARDS." _ 

&501 PRINT "USE KEYS 5 r 8 RND 0" 

5510 FOR C=l TO 20© 

5511 NEXT C 

5512 CLS 
LET Sl=CODE " 
LET R1=S1 
LET U1=R1 =fil 

FOR C-Ul TO CODE "E" STEP • 



65 15 
5520 

5540 
05 

55F0 



PRINT RT C.RMDiCODE 
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Iv! = "5"7 nia fll+(lNKUY» a ^"J - (ink 

tlZS 5 1<y i THEN LETT fli^ui 

|5B0 TP INK£y$s"0" THEN GOTO 666 

5S90 PRINT RT CODE "$» f fli-. J1; Z 

5600 NEXT C 

S? 1 ?RNgIiiS? ENGTH=STRENGTH -^- 1 

5630 PRINT "ONE OF THEM COT VOU. 
&63@ GOTO 15@0 

5 ?Sl 0 = 1 1 TD C - cot >£ STEP 

§S7© PRINT AT D^l; 

IF P ^EK { PEEK 153Q«+a^S*PEE 
^163 9y j .CODE -H" THEN CET SiJl 

5630 IP 51)155 THEN GOTO 

5700 PRINT RT D , Si 

B710 PRINT AT l>Tft±t 

5729 NEXT D 

5730 GOTO 6S00 

RETURN B *"" YttM OR B *="NO- THEN 
OR 1 ®!)"* 1 " 7 ' RT 21 "TYPE IN YES 
7020 INPLTT B$ 
7030 PRINT RT 21,0; " 

7a4.e goto ?aae 

REtHIn SOUrTH " ° R B*= U E It" THEN 

^touSS^S^ol^i^r^ ™ NORT 

7070 INPUT B± 

7060 PRINT RT 20,0;" 

*■ 

7090 GOTO 7050 
7100 CL5 

2A. 10 «E*iHI "XSy "»Sig BRINED CONT 
^OHPUTFR AND MfiDE XT 

THE INFORMATION YOU 

SPY YOU UP NT IS "; 



S1A0 PRINT 



O£100 

TAB 5 



KEY'jTfiB S; 



ROU OP THE 
PRINT OUT 
^EED,THE 

7120 FOR C=l TO 100 
7130 PRINT RT 3,16; 

714.0 NEXT C 
7 150 PR I NT , , 



";rt 3,16; " 





H 

7170 
300© 

S00S 
5B1Q 
14 

3015 

E*©1& 
S017 

3030 
6E4B 
3050 
3060 

30©0 
3033 

5 10© 

3110 



STRENGTH: STRENGT 



STOP 
LET R =5 
LET R&=1 

LETT 6: Z7fT 



RNDttS+U * 100 + 164. 



LET D=l 

L*T £=1 

Lt i KEY -INT ERNDi-5 + lJ 

POR C=B TO 

LET g* E D £ E '=CHR$ PEEK C 

Pt TURN 
CL5 



5115 PRINT 
ION LRU MftN 
L TO THE 

F IND OUT TH 
BLE AGENT U 
ON SECRETS 
3120 PRINT 
IE AGEMT IS 
-IQR OF R 10 
» ERCH FLOOR 
LIFT CN IT 



YOU flPF R FEDffRfir 
VOUR JOB IS TO TROVE 
PLANET ZflX""5 U PjND 
^ ^NTTTY OF THE DOU 
HOIS SELL IMG FEDERRT I 
TOTHE MUNOTRON5 . " 

THE I DENT TTY OF T 
HIDDEN ON THE TOP FL 

SI2 R X^ BLOCK Of FLATS 
MRS F1UE ROOMS AND R 



3150 PRINT "THE ROOMS 

TO 5J " > > * THE ' 



( 1 



THE PASSAGES 



s 

S160 
3 170 
12 , 
3IS0 

r op 



500© 

TAB 12, "THE 



L I FT 11 f TAB 



PRINT I , 
THE LIFT 
5. ON EACH 
REHOUE THE 
ELECTRIFIED 



ACROSS THE FRON 
ARE SOME METAL. BAR 
LEVEL IS P KEY TO 
BARS- THE EARS ARE 
SO TRY NOT TO GO 
THE KEY . 



P 

SED THE LIFTUITHOUT THE KEY . R 
H^l *N THE LIFT YOU HflUE TO U 

qif is SFiioNDSFOR THE NEXTEO FLO 
DP TO EE MACE . 

Mil gg| g lgS%:»THE TOP FLOOR" 



IS 
YO 



J THE 
U GET 



R 

THE BOMB 
LOWER TH 



30MB. FIRST YOUMUST PINO 

E°numb£r*the ||||^|u c gR|) ^TH 

EN YOU MUST ENTER THE LODE NUM 

5ER m '* 

3220 GOSUB 9000 ^ -■ 

3230 PKINTTR^g^OLTON GUARDS 

UHEN YOU ARE AT 
ZOLTON GURRD THE G 
AN ACTION FROM 1 T 
MUST PRESS THE SAM 
PROTECT YOUR SELF. 



3 

524.0 PRINT , 
TACKED BY A 

JARD WILL DO 
□ 5 AND YOU 
E KEY TO 

(YOU MUST BE 
3250 PRINT t 



QUICK) - 

"1 . H IT TO HER 

PUNCH BODY " * " 3 



2. . 

STRIKE _LEG ?ni , 4^- 

"ggtK? ?Ii 0 l^ "MONSTERS", TAE 



, j * * - ■ * ■ 
.CUT ARMS 
KNIFE" 



32SO 
3270 

12., 
3280 

THE 
ER A 
□ WES 



UHFM »'OU ARE nHUUN 
BELOU YOU MUST ENT 
PROM 1 TO 3 . THIS M 
BALL" , , , , 



YOU*' , 

MONSTER** , " * - • 
BALL" 

"FOOD"; TAB 14; 



PRINT , 
PICTURE 
NUMBER 

RLONG TMEFIRE 
^ _ . ~ >S" 

90 print , , "a- ■ - 

THE FIRE 

3300 GOSUB 9000 
"2i« PRINT TRB 14-.. 
^^ — -j pctwt , "YOU STAR T CFh WITH 
5 n"lTR!HGTH'6FiaaO HND CRN GET H 
„« «/ EOTING FOOD . BUT SOME Or 

FOOD YOU WILL FIND IS POISI 
NFD HND THIS IJILL MOKE YOUR 5TR 
=n1?H GO DOUN.IF YOU HRUE R STRE 
NGTH OF 0 THENYOU LOSE . 
Un P pInI 9 ?T g B l3; -TUNNE LS ";TR 

H&®a - ' , ^ c ® s 0 he t st R In 

|^ N PRiNV CH, ,TnB 

g|S8 Pr"iNT YOU Hfi'JE "STRENGTH 

YOU HAUE DIED WHILE 
MISSION-YOU HRUE PAI 
YOU REACHED LEUEL 



ONLY 



□ P 0 - 
ON THE 
LED. 

illB^IP LEUEL<9 THEN PRINT 
j 10-LE^EL; " FLOORS TO GO 
3520 STOP 
3000 PR £ N ^ | ^ ^ ^ 

^<>— THEN GOTO 901 

IP INKEYM"" THEN GOTO 90S© 
90S© CL5 
9040 CLS 
3050 RETURN 
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OWN 

Shootyour 
mouth on 

IfY— 

Att 

Another great game from Microdeal 
the first of a new generation of 
action, talking arcade games. 
At the start of each frame the 
computer warns the androids 
of an intruder "Intruder 
Alert"!! Now you can either 
run for the nearest doorway, 
escape and be called a 
"Coward',' or chase, shoot and ' + 
try to wipe out the androids, m 
however, If you hit one it will ufl 
turn into a GHOST ANDROID, 
capable of wandering thru walls 
— which of course are elect- 
rified with a fatal effect on 
you when touched!! Should 
you clear the screen the 
computer sneers 'I'll get 
you next time 1 '. Will It? WA 



All Cassettes £8 each K S.* 

AVAILABLE FROM DRAGON DEALERS NffflONW 

SEND lftCUSS STAMP FOR OUR FREE SOCTW 
fOR DRAGON 32 A TANDY RANGE OF COMPU 



MICRODEAL 



14 TRURO ROAD, ST. AUSTELL, 
CORNWALL, PL25 5JE. TEL: 0726-67676. 




If you want to know which 
computer to buy ask your expert. 



You knew it would happen 
some day. Some day, your child 
would become smarter thanyoa 

What you didht expect 
was that it would happen SO 
soon. To you, computers are a 
mystery from the future. 

But to your children, they 
are a real source of excitement. 
And they're happening now. 

THE FIRST FAMILY 
COMPUTER, 

So what will this young 
expert say when you ask which 
computer to buy? First, make 
sure that you have sufficient 
power foryour needs. That your 
computer is easy to learn, and 
easy to use. And that it has a 
challenging, entertaining and 
expanding range of software. 

The Dragon 32 is the first 
computer specifically designed 
for the family. And as such, we 
feel that it meets even our 
young expert's stringent criteria 

The Dragon offers a truly 
massive 32K RAM memory - 
harnessed by the advanced 
6809E microprocessor. This is 
quite simply more than you're 
ever likely to need - but it does 
mean that your computer's 
capabilities can respond to 



your increasing ability as you 
learn your way around. 

And how quickly you'll 
learn. The Dragons easy-to- 
follow instruction manual helps, 
But what will really get you 
going is the fact that you'll be 
enjoying every minute. 

And when it comes to 
ease of use, the Dragon's 
professional-quality keyboard 
makes your computer as 
familiar as a typewriter 

SOFTWARE TO MATCH 

Dragon software offers a 
great range of games - but that's 
not all. Youll find educational 
programs. Programs to help 
you plan your money. Even 
programs which icac h you how 
to program. 

And whether you're 
playing or working, you'll be 



TV not 
included 

in price. 



learning more and more about 
this increasingly important 
new technology. 

The Dragon 32 costs just 
£175X)0,' For that you get 
all the features that your child 
could ask for - which means just 
one thing. It's a very grown-up 
computer indeed. 



SPECIFICATIONS 



6809E microprocessor. 

The most powerful eight bit processor 
available. 



32K RAM (as standard). At least twice 
the memory of most similarly priced 
machines. 



EXTENDED MICROSOFT 
COLOR BASIC (as standard). 
Featuring: ADVANCED GR APF ACS 
(set, line, circle, paint, print, draw, 
rotate and print using), ADVANCED 
SOUND 5 octaves, 255 tones. 
AUTOMATIC CASSETTE 
RECORDER CONTROL. FULL 
EDITING with INSERT andDELETE 




PmNTERPORTf Centronics parallel ' 

9 COLOUR, i RESOLUTION 
DISPLAY. 



USE WITH ANY U.RE TV and/ or 
separate RA.L. monitor. 



PROFESSIONAL QUALITY KEY- 
BOARD. Typewriter feeL Guaran 
teed for 20 million depressions. 

JOYSTICK CONTROL PORTS. 




DRAGON 32 

The first family computer 
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Short of ideas for games? 
Then why not try to pick the 
brains of science fiction 
ay triors, C&VGs very own 
sci-fi author, David Langford 
is back in action this month, 
suggesting books which might 
provide ideas as well as 
coming up with an unusual 
Tandy listing. Read-on as, 
through the customary Langford 
humour, a stellar horror rears 
its ugly head in the . . . 



Looking at computer games from the 
weird and twisted viewpoint of a sci- 
ence fiction writer has now resulted 
in a camel. Why a camel? Ann, be 
patient be patient, 

SF authors are traditionally fond ol 
mathematical or scientific tricks and 
games — anything to baffle and 
amaze the readers. In the last year 
I've had an overdose ol the traditional 
physics ol space travel and super- 
novae and black holes, thanks to writ- 
ing reams about these things for two 
novels. But you don't see so much 
pure mathematics in SF. 

01 course there are exceptions. 



Rudy Rucker's White tight is a novel 
all about mathematical infinity, full of 
peculiar number-theory jokes, At one 
point the hero has to open a combina- 
tion lock whose code number is pi, 
and he stands there entering the digits 
3.14159265353979 . , . and so on all 
the way to infinity! 

Piers Anthony keeps sticking 
mathematical ideas into his oversized 
SF novels — the worst outbreak being 
in OX t which tries ineffectively to use 
the game of "Life" as a plot device, to 
the bafllement of mosl readers, And 
writers like Barrington Bayley and 
Jorge Luis Borges are very (ond of 



boggling you with strange mathema- 
tical philosophies. 

Borges" The Book of Sand features 
a book with an infinite number ot 
pages, while Bayley 1 * The Radius 
Riders proves conclusively that 
there's more space inside the Earth 
than there is outside. 

Some mathematical problems are 
deceptively simple. The famous lour- 
colour problem was to prove that any 
map you draw can be coloured, using 
no more than four colours, so that no 
two adjacent countries on the map are 
coloured the same. Sounds simple 
The 1976 proof ran to 900 pages and 



1 1 Z COMPUTER & VIDEO GAMES 



needed 1500 hours oi computer time! 

But why a camel? I'm coming to 
that! Another simple-seeming puzzle 
is known as the travelling salesman 
problem: you can vary it from country 
to country but it s usually put like this. 

A salesman wants to tour the USA 
by the shortest route which visits the 
capital city of every state. What route 
should he take? 

This one tends to surprise people 
by erupting into much bigger numbers 
than expected, and you find thai com- 
puters would require endless years to 
examine all the possible routes. (My 
calculator says 3 x10 s4 routes for 50 
cities. Work that out assuming the 
computer considers one a second, or 
one a nanosecond ] 

However, you always knew you 
were brighter than a computer, and 
this is where the camels come in. 
When you key in this simple game 
program, camels start appearing ab- 
out the screen, and by use oi the 
arrow keys you steer a rather disgust- 
ing caterpillar-like ship into collisions 
which wipe out the galactic camels 
one by one. 

If your lightning brain is up Id it, 
you should be able to pick efficient 
camel destroying routes which waste 
minimum time. For every second you 
waste allows more camels to appear 
Irom the sinister depths of the hypers- 
patial deserts. 

Naturally, as this is a cruel uni- 
verse we live in. it doesn't stay that 
easy. From time to time, Galactic Pest 
Control checks up on you to make sure 



you're doing your job oi keeping the 
camels down. If their scan reveals 
more than about 12 camels at large in 
the universe, you're ignominiously 
pensioned off, 

Lite after surviving these checkups 
is still no bed of roses, since after 
each Galactic Pest Control scan the 
vile camels start breeding a little 
faster. 

In the end, as with Space Invaders 
and many another game, you 1 !! go 
under. But how hugely can you score 
tirsi? 

The listing is lor a TRS-80 Model 1 
Level II. as usual. (I was going to buy 



a Spectrum, out when I poked the keys 
it felt just like squashing small dead 
sea creatures, and I lied screaming.) 
It doesn't have to be treated as a 
perfect and polished program, and 
can he tinkered with as much as you 
like. 

A Jew examples: Prefer boring old 
space invaders to my fresh, exciting, 
vibrant camels? Then alter the 
graphics in line 40 — say to 
CHRS(166) + CHR$(167| ■ CHRS(132). 

Want the camels to appear less 
frequently to begin with? Give KC in 
line 110 to a bigger value. 

Want Galactic Pest Control to check 
up more often, or less? The 0.03 in 
line 370 is the probability that wiping 
out any given camel will trigger a 
Galalic Pest Control scan. 

Want to alter the Permitted Number 
Of Camels Left On screen? The current 
figure allowed is the 12 in line 2060. 

Do the camels eventually start com- 
ing too ridiculously last for you? The 



(I 



10 in line 2080 is the minimum num- 
ber of game cycles between camel 
appearances, and you can easily sub- 
stitute a bigger number. [A game 
cycle is the time taken for the "ship 1 
to move one unit.) 

Want to rewrite the game so totally 
and brilliantly that my own puny 
efforts will be shown up lor the empty, 
worthless stuff that they are? OK, but 
you're on your own! 

A version of this 'travelling sales- 
man" problem appears — guite 
irrelevantly — in connection with star 
travel in Robert Heinlein s latest effort 
Friday. The book is however rather 
low on camels. 

Why camels? I thought you'd never 
ask. Because, er, because — no, I'm 
sorry. Another of the things you learn 
from science fiction is that There Are 
Riddles Of The Universe Which Man- 
kind Can Never Hope To Solve 

Interstellar travel and galactic 
camels are among these. 



Cfl«a tnvnOEPS copyright r r I 

etc. 




38 RANDOM 

JJ PRINT .PRIMT-USE SifsJ %]. THE UN!*** F RQri Mfito Mfiioeu t- 

a TOaK/B Si?iSUf5ia» ' ***** 

24B D»-i CQT031© 
DY=l C0T03in 

lit omiw-j 

36ft S"S+1 ppf" ™" '"3 1 » 

*Si5 - lc T V "TMEHiB^Lsefeae 1 FOpi -iTcwft nexr 

i PRINTS??* mx-^ 
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SELECTION OF TOP QUALITY ATARI SOFTWARE HERE:— 

MISSION ASTEROID 
WIZZARD & THE PRINCESS 
ULYSSES & THE GOLDEN f LEECE 
PROGGER 
FROGGER 
GOLF CHALLENGE 
THRESHOLD 
PAINT 

DE LUXE INVADERS 
WIZARD OF WOR 
GORF 

I LJ IORIAL 1 DISPLAY LISTS 
TUTORIAL 2 SCROLLING 
TUTORIAL 3 PAGE FLIPPING 
TUTORIAL 4 ANIMATION 
TUTORIAL 5 PLAYER MISSILES 
TUTORIAL 6 SOUND 
TUTORIAL 7 DISC UTILITIES 
SHAMUS 
SHAMUS 

PICNIC PARANOIA 
PROTECTOR 
PROTECTOR II 
CLAIM JUMPER 
CI AIM JUMPER 
FORT APOCALYPSE 
SURVIVOR 
NAUTILUS 
NAUTILUS 
SLIME 
SLIME 
BANDITS 
WAYOUT 
FAST EDDIE 
TURMOIL 

FANTASTIC VOYAGE 
STORY MACHINE 
FACE MAKER 
SNOOPER TROOPS I 
:-,NO(.)HfcR TROOPS II 
BATTLE TREK 
STAR WARRIOR 
TEMPLE OF APSHAI 
UPPER REACHES Of APSHAI 
CURSE OF RA 
RESCUE AT RIGEL 
INVASION ORION 
DATE STONES OF RYN 
HOTFOOT 
DARTS 

SNOOKER & BILLIARDS 
HOME FINANCIAL MANAGEMENT 
FIGUREFUN 
GALAXIAN 
LJt-l-t-NDER 
CENTIPEDE 
MISSILE COMMAND 
SPACE INVADERS 
STAR RAIDERS 
ASTEROIDS 
ASSEMBLER EDITOR 
THE HOME FILING MANAGER 
CONVERSATIONAL FRENCH 
CONVERSATIONAL GERMAN 
CONVERSATIONAL SPANISH 
CONVERSATIONAL ITALIAN 
MUSIC COMPOSER 
CAVERNS OF MARS 
QIX 

NECROMANCER 
A E 

PREPPIE M 
SANDS OF EGYPT 
THE PHARAOHS CURSE 
CLOSE ASSAULT 
£ FACTOR 
MELTDOWN 
SPIDER INVASION 
AZTEC CHALLENGE 
STAR BLAZER 
SUSPENDED 
MOUNTAIN KING 
BOULDERS & BOMBS 
SPITFIRE ACE 
WINGMAN 
LUNAR LEEPER 
THE NEXT STEP 
MAURAUDER 
MEMORY MAP TUTORIAI 
INSTEDIT 
REPTON 

THE BLADE OF BLACK POOLE 
ALPHA SHIELD 



NO. 1 ADVENTURELAND 


C 


24K 


1 7.99 


NO. 2 PIRATE ADVENTURE 


c 


74K 


1 7.99 


NO. 3 MISSION IMPOSSIBLE 


C 


Z4K 


1 7.99 


NO. 4 VOODOO CASTLE 


c 


24K 


17,99 


NO. 5 THE COUNT 


c 


24K 


17.99 


NO. 6 STRANGE ODYSSEY 


c 


24K 


17.99 


NO 7 MYSTERY FUN HOUSE 


C 


24K 


17.99 


NO. B PYRAMID OF DOOM 


C 


24K 


17.99 


NO. 9 GHOST TOWN 


C 


24K 


1 


NO 10 SAVAGE ISLAND part 1 


c 


24K 


17.99 


NO. 11 SAVAGF ISI AND pari 2 


c 


?4K 


1 7.99 


NO. 12 GOLDEN VOYAGE 


c 


24 K 


17,99 


S.A.G.A. 1 ADVENTURELAND 


D 


48 K 


28,99 


S A G A. 2 PIRATE ADVENTURE 


D 


48 K 


28.99 


SEA DRAGON 


C 


T6K 


25.49 


SEA DRAGON 


D 


32 K 


25.49 


STRATOS 


D 


32 K 


25.49 


STRATOS 


C 


16K 


'?[> 49 


THE CURSE OF CROWLEY MANOR 


c 


16K 


17 99 


ESCAPE FROM TRAAM 


c 


16K 


17.99 


EARTHQUAKE 1906 


c 


16K 


1 7.99 


BASIC ROUTINES 


C 


16K 


1 ) 99 


BASIC ROUTINES 


D 


32 K 


1 1 1:1 


DISKEY 


D 


32K 


36 99 


REAR GUARD 


c 


16K 


14 49 


REAR GUARD 


D 


32K 


17 99 


ELIMINATOR 


C 


16K 


1 7.99 


ELIMINATOR 


D 


32K 


1 7.99 


PREPPIE 


C 


1SK 


21 .99 


PREPPIE 


D 


32K 


21 .99 


BUG OFF' 


C 


1 6K 


21 .99 


BUG OFF! 


D 


32K 


21 99 


TREASURE QUEST 


C 


16K 


10,99 


TUTTI FRUTT1 


C 


16K 


17,99 


Turn FRum 


D 


32K 


17.99 


SUNDAY GOLF 


C 


16K 


10.99 


WAR 


D 


32K 


17.99 


STONE OF SISYPHUS 


D 


40 K 


25.49 


C.R.I. S. 


D 


32k 


79.93 


B-1 NUCLEAR BOMBER 


C 


1GK 


11. 95 


LORDS Of KARMA 


c 


48 K 


14,95 


ANDROMEDA CONQUEST 


C 


32K 


13.45 


DNIEPER RIVER 1 INL- 


c 


48 K 


18.96 


EMPIRE OF THE OVERMIND 


c 


48K 


21 3b 


GUNS OF FORT DEFIANCE 


c 


32K 


14.95 


LEGIONNAIRE 


c 


16K 


25. 95 


MOON PATROL 


c 


16K 


18.95 


PLANET MINERS 


c 


32K 


1 1 95 


GF.S. SORCERESS 


c 


48K 


21 95 


TANK AflKADE 


c 


16K 


1 1 95 


MINER ?049e?r 


R 


1$K 


29 99 


CAVES OF DEATH 


C 


32K 


ia 9b 


MURDER AT AWESOME HALL 


C 


16K 


1? 9b 


BOMB HUNTER 


c 


16K 


16.50 


TUMBLEBUGS 


D 


32K 


21-95 


CANYON CLIMBER 


C 


16K 


21.95 


CANYON CLIMBER 


D 


32K 


21.95 


SHOOTING ARCADE 


c 


16K 


21.95 


SHOOTING ARCADE 


□ 


32K 


21.95 


PACIFIC COAST HIGHWAY 


C 


16K 


21.95 


PACIFIC COAST HIGHWAY 


D 


32K 


21.95 


CLOWNS St BALLOONS 


c 


16K 


21,95 


CLOWNS & BALLOONS 


D 


32K 


21,95 


SANDS OF EGYPT 


D 


16K 


29.95 


THE CONSTRUCTOR 


D 


49K 


24.95 


ZAXXON 


C 


16K 


29 94 


ZAXXON 


D 


32 K 


29- 39 


GRAPHIC MASTER 


D 


48 K 


2s n 


GRAPHIC GENERATOR 


D 


32 K 


19,95 


BASIC COMPILER 


D 


48K 


75,95 


TEXT WlZZARD 


D 


32K 


75.95 


VENUS VOYAGER 


C 


16K 


19.95 


CRUSH CRUMB1 t & CHOMP 


C 


32 K 


21.95 


CRUSH CRUMBLE fit CHOMP 


D 


32K 


21.95 


ASTROCHASE 


C 


32 K 




ASTROCHASE 


D 


32 K 


26 50 


ZORK 1 


D 


32K 


29-95 


ZORK2 


D 


32K 


29 95 


ZORK 3 


D 


32K 


29 95 


DEADLINE 


0 


32K 


37.95 


STARCROSS 


D 


32K 


29-95 


ACTION QUEST 


C 


16K 


14 95 


GHOST ENCOUNTERS 


C 


16K 


14.95 


KRA/Y SHOOTOUT 


R 


16K 


29.95 


K-STAR PATROL 


R 


16K 


29 95 


K-RAZY KHITTEKS 


H 


16K 


29.95 


K-DOS 


D 


3?K 


54 95 


HELLCAT ACE 


C 


32K 


27.60 


FLOYD OF THE JUNGLE 


c 


32K 


27.50 


CHOPPER RESCUE 


c 


32K 


27.50 


HELLCAT ACE 


D 


48K 


27.50 


FLOYD OF THE JUNGLE 


D 


32K 


27.50 


CHOPPER RESCUE 


D 


32K 


27.50 







i. \ .DO 


n 


4flK 


24.95 


n 


AUK 


29 95 


c 


J flu 


24 95 






24 Bb 






19 yti 




48K 


29.96 


rj 


48K 


27'50 


o 
n 


16K 




a 

n 


1 F.K 


29.95 


fi. 




29.95 


r 
i* 


1 1 K 


17.95 


r 

Km- 


IRK 


17.95 


r 


1 \3f\ 


1 7 95 


c 


1 fit 


1 7 95 


c 




19 95 




1 ate 


1 7 95 


u 


T: 


19 95 


r 


1 fJVK 


26 50 


n 

u 






r 


1 fiK 

1 U 1- 




r 




2fi BQ 


•J 


32 K 


26.50 




1$K 


26.50 


n 


• - vs 


26.50 






26.60 


c 


1 6K 


26-50 


















26.50 


D 


32 K 


26.50 




AUK 

ton. 


26.50 






29.95 


R 


I 




R 
n 


1 0", 




a 
n 


1 OfS 


26.50 


LJ 






n 

LJ 


3:- ¥ 


28 60 


pi 
If 


AUK 


3G 80 


n 
U 


ARK 


3G 80 




UK 






UK 




r 


UK 


?Q 9B 




UK 


Id 4B 


r 

L - 


32 K 


14 95 


r 

Lr 




55 4*i 


r 

Li 


■J / w 


18 76 

I Q- ^ .J 


r 




14 3*i 


r- 

u 


1 fiK 


7.50 




1 D 


1 9 9<9 


C 


1 GK 


19 99 




1GK 


19.99 


c 


16K 


14.99 


a 

n 


TfiK 


29.99 


n 
n 


■ 


29.99 


R 






R 


1 \Mf\ 


29 99 


a 

n 


16K 


29.99 


□ 


1 6K 


29 99 


U 


1 UIN 


29 99 


R 


1 dK 


39.99 


VJ 


lt'iK 


39.99 




1 GK 


39 99 


C 


16K 


39,99 


c 


1GK 


39,99 


c 


16K 


3999 


R 


16K 


35 99 


D 


1$K 


29 99 


R 


16K 


29 99 


C 


32K 


26 50 


D 


48K 


26.96 


C 


16K 


25 49 


D 


16K 


27 95 


C 


32K 


24.95 


D 


32K 


19 95 


C 


16K 


11.96 




16K 


11 9b 


C 


16K 


11 95 


C 


16K 


12.95 


D 


48K 


25.96 


D 


32K 


29 96 


ROM 16K 


29 95 


ROM 16K 


79 95 


C 


32K 40K 25 95 


C 


32K 40K 25.95 


D 


40K 


21 95 


D 




29.95 


D 


40K 


24 95 


c/c 


16K 


19,95 


D 


J2K 


21 95 


D 


48K 


2895 


D 


48K 


28 95 


ROM BK 


24 95 
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SOFTWARE FOR THE BBC, SINCLAIR ZX81/SPECTRUM & NEW BRAIN 



ZX SPECTRUM PRICES 

TIMEGATE 
METEOR STORM 

SPEAKEASY 
THE CHESS PLAYER 
ARCADIA 

ASPECT (Editor Assembler! 
THE HOBBIT 
SPACE INTRUDERS 
CRAZY BALLOONS 
SPECTRAL INVADERS 
SPECTRES 
PAINTER 
SCHIZOIDS 
GOBBLEMAN 



BBC FRUIT MACHINE 

BBC GOLF 

BBC POLARIS 

MICRO DERBY 

BBC BACKGAMMON 

SPACE PIRATES 

PHARAOHS TOMB 

PLANES 

INVADERS 

INVADERS 

S TR ATO BO M BE R 

BEEBMUNCH 

FLAGS 

HYPERDRIVE 

3-D MAZE 



BBC PRICES 



f 




f'fi SIR 




1 D r\ 


*+■ 3!? 




HOr\ 






ASH 


A QR 




1 tiK 


D. DU 




1 !iK 

1 TJ IN. 


q on 


C 


48K 


14.95 


C 


16K 


4.95 


c 


16K 


5.75 


c 


16K 


5.00 


c 


16K 


3.00 


c 


16K 


8.00 




16K 


5 . 50 


c 


16K 


4.95 



ZX81 STAR TREK 


C 


IK 


fB.OO 


DAMSf L & THE BEAST 


C 


1K 


6.50 


MAZOGS 


c 


16K 


10.00 


INVADERS 


c 


15K 


4.60 


GOBBLEMAN 


c 


16K 


395 


ZXTK (Tool Kit! 


c 


IK 


6.90 


ZXDB ^Disassembler Debugger} 


c 


IK 


6,50 



NEW SPECTRUM BBC. ORIC SOFTWARE 









ORIC 48K 


C 


32K 


£5.50 


GRAIL 


c 


32K 


5.50 


MORIA 


c 


16K 


5.50 




c 


3ZK 


5.50 


BBC 


c 


16K 


BOO 


GOLF 


c 


16K 


8.00 


PAINTER 


c 


16K 


8 00 


GALAXY WARS 


c 


16K 


8 00 


CHESS 


c 


16K 


5.50 


DISASSEMBLER 


c 


32K 


7.50 




c 


16K 


7.50 


SPECTRUM 


c 


16K 


650 


MOLAR MAUL 


c 


16K 


4.50 


AH DIDDUMS 


c 


1GK 


6.50 


JET PACK 


c 


16K 


4.50 


M-CODER 
CONFLICT 



C&.50 
BOO 
7.50 
800 
6.95 



5.50 
5.50 
5.50 
8.95 
11.95 



NEWBRAIN HARDWARE 



NEWBRAIN MODEL A 
NEWBRAIN MODEL AD 
EPROM BOX 
BATTERY MODULE 



ATARI HARDWARE 

ATARI 400 H6K Standard) with Basic 
ATARI (48K Standard) 800 
ATARI 310 (Disc Drive) 
ATARI 410 (Cassette Recorder) 
32K E XPANSSON for ATARI 400 
48K E XPANSION for ATARI 400 
MOVING KEYBOARD for ATARI 400 
PAIR of ATARI JO y 
WICO JOYSTICK 
WtCO TRACBALL 



16K SPECTRUM 
48K SPECTRUM 
DRAGON 32 
GRIC48K 
VIC 64 



SINCLAIRS 



244.00 
274.00 
63.25 
74.75 



£149.99 
299.99 
299.99 
49.99 



60 
80 
59 

13 



00 
00 
95 
99 



27.95 
49.99 



99.95 
129.95 
175,00 
169.95 
343 85 



BOOKS 

COMPUTES FIRST BOOK OF ATARI €10 99 

COMPUTES SECOND BOOK OF ATARI 10-99 

THE ATARI ASSEMBLER 10,35 

BASIS EXERCISES FOR THE ATARI 10 45 

NEWBRAIN TECHNICAL MANUAL 50.00 

DE RE ATARI 17 00 

PROGRAMMING THE 6502 10.75 

PROGRAMMING THE Z80 1195 

PROGRAMMING THE 6B09 12.50 

STARTING FORTH 14 35 
KNOW YOUR DRAGON 5,95 
35 PROGRAMS FOR THE DRAGON 4 95 

THE BBC MICRO REVEALED 7.95 
EASY PROGRAMMING FOR T- : MICRO 5.95 
GAMES BBC COMPUTERS PLAY 6 95 

BASIC PROGRAMMING FOR THE BBC 5 95 

ASSEMBLY LANGUAGE PROGRAMMING FOR BBC 8.00 
THE ZX SPECTRUM — how to get the most 5.95 
THE WORKING SPECTRUM 5-95 
SPECTRUM GRAPHICS 6.95 
40 MACHINE CODE ROUTINES ZX SPECTRUM 5.95 
20 PROGRAMS FOR ZX SPECTRUM 5 95 

THE SPECTRUM GAMES COMPANION B.&S 
THE SPECTRUM HANDBOOK 5 95 

MAPPING THE ATARI 1 2.50 

ATARI GRAPHICS 10 99 

BOOK ORDERS OVER £10 PLEASE ADD 
£1.00 POST & PACKING 



To: CALISTO COMPUTERS LTD, 119 JOHN BRIGHT STREET, BIRMINGHAM. 
PLEASE ACCEPT MY ORDER FOR THE FOLLOWING PROGRAMS 

Ml + + . + 4t4..»»i. •*•••■■» .nr..-. J. ..J., J... 



Cahisto Computers Ltd. 



Despatch lo 



Cheque No for E 

Please debit my credit card ACCESS-VISA No 



enclosed. 



Phorw ordera #rteome on 071 532 MM 



SPECIALISTS IN MICROCOMPUTERS AND SOFTWARE 
119 JOHN BRIGHT STREET. BIRMINGHAM B1 1 BE 



Signed Tptaprwrw: 



D21-WJ «4*fl 
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The 
Blooding 

Of 
AEILRIC 

BLOODAXE 



Have you ever bought a program that failed 
to live up to its promises? 

Worse still a computer which defied the 
advertisement copy and refused to reveal 
its sec rets. ..even refused to turn up for four 
months. 

Computer people a*e traditionally slow 
to complain, they expect to be kept waiting 
and they've been reared on promises and 
launch dates that turned into "early pro- 
duction difficulties" and distribution prob- 
lems" 

Gut the C&VG postbag is gradually 
swelling with complaints from readers and 
the feeling is that while most computer 
manufacturers are now making an effort 
not to mislead prospective purchasers, 
some software houses are still not living up 
to their promises. 

Sooner or later the wheat will be sorted 
from the chaff but to speed that day along, 
C&VG is going to come down hard on 
cassettes and cartridges which are not up 
to standard. 

But we need your help. If you have 
bought anything from the computer indus- 
try which has really made you angry then 
put your thoughts on paper. 

The column is titled "Great Software 
Disasters" but you can write in about 
computers {as Keith Ollett has done this 
month! peripherals, computer books, or 
anything which has angered you 

For further details on how to make your 
views felt read the panel below. 

It may sound as though Great Software 
Disasters is going to be the most destruc- 
tive page so far unleashed on the computer 
industry. But my hope is that it will be 
welcomed! by: those software houses who 
are striving to keep quality high. 

Those who have confessed to me in 
quiet corners that they do release the odd 
bad game because they know some un- 
scrupulous rival would make a fortune from 
it if they turned it away. 

Those manufacturers who believe bad 
software or peripherals reflect on their 
computer. 

And those of you who have suffered. 

Aeilric Bloodaxe is a delightful way to 
start off this column, because it tempers 
some hard-hitting criticism with humour 
and the feeling that Keith is going to end up 
very close to Aeilric in the end. 

One too deserve credit for their positive 
response to the piece and the help they 
have since offered Keith. 



OR 
LEARNING 
TO LIVE 
WITH AN 
ORIC 

Ernest Pcabrain was a ZX81 r he lasted 
about four months, changed his name 
to Beanbrain when he was expanded 
to 4K and is on permanent sabbatical 
leave giving novices Hands On Experi- 
ence I never ask what he gets out of 
it. 

Jezebel came next, a 48K Sharp 
MZ-80K, she has lasted about 1© 
months. Hers is the keyboard I know 
best, for all its clatter. At the last 
count I had about six Basic dialects 
and three Forth, Jezebel has every- 
thing I want from a computer except a 
decent keyboard, colour and three 
channel sound. 

I admit I was beguiled by the Oric 
ads, the teaser articles in the compu- 
ter press merely heated my ardour Be 
still my dancing pulse! So, in late 
October, I ordered one. Well the 
royalties Jezebel had eamt me would 
pay for it 

In calmer moments, I mused on the 
long and honourable pedigree of 
Tangerine, no new hot shot outfit this, 
sound expertise I thought, sound 
financial backing. I thought. 

By now, your ears will have been 
filled with the woeful tales of those 



who are Waiting for Oric. The sleep- 
less nights, the phone engaged for 
days on end, the bedwettmg, the eter- 
nal promise of delivery next week, the 
damnable "Fur Elise" everytime the 
Oric switchboard put me on Hold 

Friends jeered at me in the street, 
' Has Eric arrived yet?*' I lost my appe- 
tite, stopped shaving, wore the same 
tie two days in a row, my work was 
suffering. 

On February 19th, Eric arrived. The 
time since then has not been dull 
Because of the placid and predictable 
nature of the Oric Extended Basic 
|v 1,0), Eric was soon changed to 
Aeilric Boodaxe, somehow the name 
seems more appropriate. 

It is my firm opinion that those who 
produce user manuals without indexes 
should be smothered at birth, or at 
least debarred from the company of 
honest and trusting folk. Compassion 
for the less privileged forbids me from 
offering an opinion on those who 
punctuate manuals with infantile and 
unhelpful cartoons. Two sheets of 
errata accompanied the manuals. 

The machme itself is a sturdy thing, 
not unpleasing to the eye, which 
makes it both useful and decorative 
The keyboard has an unique feel tac- 
tile feedback) and is optionally noisy, 
sadly, some keys are marred by a 
tendency to remain depressed. 

From cold start or power on or 
whatever, you eventually get a little 
message that tells you that you have 
ORIC EXTENDED BASIC V1.0 and there 
are 47870 BYTES FREE; if you enter 
PRINT FREIO), you get 39421, which I 
am assured is the amount of memory 
available in bytes; but if you enter 
GRAB followed by PRINT FRE(O) you 
still only get 46588 bytes free and I 
thought this was supposed to be a 48K 
machine (which, according to my aba- 
cus, is 49152 bytes}. Someone has 
been misled. 

It is a sad comment on Life or Death 
or something, that the April issues of 
some computer magazines are still 
carrying advertisements which prom- 
ise 16 colours on a 16K machine 
delivered in 28 days and while I'm at it, 
is it honest to describe 240 x 200 pixels 
as high resolution? 

Oric Basic is an idiosyncratic little 
dialect, related on the distaff side to 
Microsoft. In some respects it is a lazy 
and sensuous thing, it does not insist 
on LET for variables, or arrays of less 
than 10 to be DIMmed, and will quite 
happily accept PRINTing without semi- 
colons. 

You may have read that PLOT re- 
places PRINT AT but this is not so, 



If you have a genuine grievance about 
any compuier industry product write in to 
Great Software Disasters, Computer & 
Video Games. Durrani House, Herbal 
Hill London ecih &jb 

We can only publish your comments if 
you give us a name and full address, A 
phone number may help and the offend- 
ing tape or article despatched will en- 
able us to test it lor ourselves but this is 
not necessary. 

We insist that the criticised company 
be given a chance la reply to the crili- 
cism before we publish. 
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PLOT is a viper of a command which 
will creep into your tent if you let it. 

It is not easy to predict in which of 
the eight colours it will print a string, 
unless it is numeric, then it will be any 
colour you like (as long as you like 
greenl, 

The STRS command is a joy and a 
delight. Get it to produce a string from 
an integer between 1 and 9 and it will 
produce a string two characters long! 
The first character being the deceitful 
CHR$(2) and the second your precious 
number, even if you prune off the 
deceitful CHR$, you will still turn green 
when you PLOT. Could a mere BEEB 
boast such sophistication? 

Getting Aeilric to produce all eight 
colours of foreground and background 
AND use double height and flashing 
characters is a challenge to the intel- 
lect perhaps equalled only to playing 
Towers of Hanoi while blindfolded and 
wearing boxing gloves. 

Incidentally, the One does not boast 
the full Teletext Alphamosaic charac- 
ter set. WARNING: Teeth marks on the 
casing may invalidate the guarantee. 

The SOUND. MUSIC and PLAY com- 
mands offer great scope for investiga- 
tion. The Sound chapter of the manual 
is one of the more Byzantine chapters, 
omitting* to give any examples of the 
SOUND command, 

Although there are three music 
channels spanning a magnificent six 
octaves it is not easy to get each 
music channel to do something dif- 
ferent to the other two. Well, actually 
you can get it to do this once or twice, 
but you might be better employed with 
the screen display or playing Towers 
of Hanoi than attempting a three part 
arrangement of Jesu, Joy of Man's 
Desiring. 

Which is a pity, as I was looking 
forward to it. The on board loud- 
speaker was very loud and turned the 
screen into porridge whenever it 
ZAPped or PINGed, sadly it turned 
dumb after three days, but it still blasts 
away through the Hi-Fi and I can 
control the volume on that. 

There is a current fashion for neat 
pot Basic (i.e. Structured Basic) as 
opposed to shambler Basic (what I 
write). There is a whole chapter de- 
voted to this in the manual Somehow I 
feel they would have been better em- 
ployed compiHng an index. Structure is 
fine if you have a BEEB or an MZ-80K 
with Hudson MegaBasic, but if your 
line length is restricted to around 80 
characters you will be hardpushed to 
produce a sizeable program which is 
truly structured and running efficiently. 

I still maintain that the most useful 



programming tool is a large piece of 
paper and a pencil with a rubber on 
the end of it It will be interesting to 
see trie promised BBC-type Basic, will 
it be a true Structured Basic or just a 
less hastily produced Microsoft type 
perhaps with WHILE WEND. 

There are a number of reserved 
words buried in the Basic but not 
mentioned in the manual, one begins 
JO and an INVERSE lurks in there 
somewhere. 

The omission of VERIFY is almost 
criminal, given Aeilric's unreliability 
when saving programs even at 300 
baud (super safe), and the lack of file 
writing reading commands will surely 
place Immense restrictions on its ap- 
plications. 

I am frankly disappointed in the 
Oric. its Basic seems a hastily pro- 
duced thing, as is the manuaL The 
advertising and brochures have been 
misleading and at times dishonest. The 
telesales staff have had lo 
spend months covering for 
this ill-conceived product 
by promising delivery 
soon. 



I could not in 
honesty recommend this 
machine to a beginner and an ex- 
perienced user would be better 
advised to buy a more thoughtfully 
produced and supported product even 
if he or she would have to buy a 
decent keyboard, or save up for some- 
thing further up market. 

CRI DE COEUR: Is there a manufac 
turer of popular home computers cap- 
able of honest publicity and realistic 
delivery dates? , 



'ZfJ i W e your ptee i»« 
™ deliver* problems ai»4 the manual is 

best wav o1 dealing with the P«» lems £? 

ment to see sales director Peter Having 
uZ m they have dosed 

order Ration, imTII Vf/Z* 
nlay getting through to them, 
just m case you need remind^ 
ino the number is Ascot 21Ub 

or 27S75. ^ , t 

It anyone else has One prob- 
lems Please send this machines bat* 
to 0 c (it purchased from them) for ser- 
Jicinn (PO Box 162 Cambridge CB4 1PH} 
™ m l this Mil apphes to 

mail order customers. Anyone 
with a lault on an Oric bought m 
a shop should sent il or lake n 
hack to where II was pur- 
chased with the wcsttha.it 
is tested by that company s 
experts and, vl necessary, 
♦returned lo Oric via them. 

Our thanks lor cheering 
* up post-opening lime. 
Mr Ollett we do hope 
Y ou come to love and 
enjoy Aeilric Blooda*e. 

Judith Patten. 
On behalf of One. 





Sinclair ZX Spect 




1 



The growing range of Spectrum Software 




You'll know already that the 
Spectrum has generated an 
enormous range of peripherals 
and independent software. Our 
own range is growing very fast 
and is shown in the Sinclair 
Software Catalogue - free with 
every ZX Spectrum. 
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turn -news! 



16K now 
£99 



95 



Previously £125. 



48K now 

f17Q95 

1_ f^«/ Previously £175. 



At last a 16K colour computer 
with graphics for under £100! 

Why have we done it? 

Partly because the sheer 
volume of Spectrums sold (over 
300,000 so far) has brought 
down unit production costs, 

And partly, of course, 
cecause we hope you'll buy a 
Sinclair computer- and not 
some competitor's promise! 
We've all heard about colour 
computers breaking the £100 
barrier Here's the computer 
that's done tt. A colour computer 
with advanced graphics thafs 
fully supported, and widely 
available. 

Right now, you can order a 
Sinclair Spectrum at these 
prices direct from Sinclair on 
the order form below. And to 
inake it even easier to handle 
nigh-level computing at the 



lowest possible price, we've 
cut the cost of the printer, too. 
At £39,95, it's almost 
unbelievable! 

At prices like these, there's 
really no reason to wait. 




ZX Printer now 
£3935 



Previously £59.95 



How to order your ZX Spectrum 

Access, Barclaycard or Trust card holders 
- call 01 -200 0200 24 hours a day, every 
day. By FREEPOST -use the coupon 
below. Please allow up to 28 days for 
delivery. 14-day money-back option 



To: Sinclair Research. FREEPOST, Carnberley. Surrey. GU15 3BR. 

Cade 



inczlair- 

ZX Spectrum 

Sinclair Research Ltd., Stanhope Road, 
Cambertey, Surrey, GUIS 3PS, 
Tel: 0276 685311, Reg .no .uasitre 

n 



Order 



Qty 



Item 



Item Price 
£ 



Total 



Sinclair ZX Spectrum - I6K FLAM version 
Sinclair ZX Spectrum -4BK RAM version 



3000 



99.95 



3002 



Sinclair ZX Printer 



1014 



129 95 
39 95 



Prinler paper (pack ol 5 rails) 



100S 



1 1 95 



Postage and packing: orders under £90 0028 2.95 

orders over £90 0029 4 95 



Total £. 



Please tick if you require a MAT receipt 

*l enclose a cheque/poslai order payable to Sinclair Research Ltd for £ 

'Please charge to my Ac cess/ Bare laycardf Trustee rd account no. 

■ Please delsle^complele as applicable LJ 1 1 1 L — I 1 L 



I I I I I 



J-J 



Signature 



Name MiVMrs/Miss 



Ill 



I 



PLEAS€ PRINT 

1 I I I I 



Address 



I I I I I 1 III! 



I I I 



i 



■ i i i I I < i l l l l J I 



I I 1 I I I I I I | I I I I I I I LJ I I 1 1 L_J_J CVG90T 

FREEPOST -no stamp needed- Priceaeppty to UK only. Export price* on application. 
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RULES OF COMBAT 



Prior to combat, the attacker and 
defender are awarded points. 
1. They are allocated points as 
described in Part 2, including points 
for being adjacent to the General. 

Pieces behind a boulder are 
awarded an extra point at the three 
hex range. 

3. Pieces close to a boulder which is 
not exactly between the attacker 
and defender may or may not re- 
ceive an extra point. 

4. Garrison walls are similar to boul- 
ders and provide the same cover. 



COMBAT TABLE 



To determine the outcome, the 
computer selects a number from 
one to six for the attacker and for 
the defender if he is returning the 
fire. If he is not returning the fire, 
the defender is given one point. To 
these scores are added the points 
awarded above. The outcome is 
shown in the table. 



DEFENDER ELIMINATED: Attacker scores more than 5. 
ATTACKER ELIMINATED: Defender scores more than 5, 
DEFENDER RETREATS: Attacker scores 4 or 5. defender scores less. 
ATTACKER RETREATS: Defender scores 4 or 5, attacker scores less. 
BOTH MISS: Any other scores. 



OUTCOMES 



A-RET:- The attacker is forced to 
retreat 1 hex away from the direc- 
tion of the defender. The directions 
in which the attacker may move are 
shown at the bottom of the screen. If 
none is available, the attacker is 
eliminated automatically. 

If the combat was at 1 hex range, 
the defender will Qicker U ADV\ If 
"Y* is pressed, he may move into 
the hex vacated by the attacker. 
The following rules apply with 
regard to the Flag: 

1) If the attacker occupies the Flag 
hex, he must retreat without the 
Flag. 

2) The defender may advance into 
the empty Flag hex. This must be a 
winning condition since only an In- 



dian may advance into the Flag hex. 
3) The General or a Trooper may 
retreat into the Flag hex; Indians 
may not. 

4} The man occupying the Flag hex 
may advance with the Flag. 
A-ELM.- The attacker is eliminated 
and removed from the map, The 
defender may advance as de- 
scribed above, 

BOTH:- The attacker and the defen- 
der are removed from the map. 
D-RET:- The defender is forced to 
retreat as described above and the 
attacker may advance. 
D-ELM:- The defender is eliminated 
and removed from the map. The 
attacker may advance, 
This completes the rules. 



WARPATH PART 7 — COMBAT 



20 FTCK3Tl€NJ=iaSEJ=5i(Ta-2)+l 

M X=«EK(n(+7):M+)a3H3itX>3>-3HX<1))iRETW« 

66 SV<TQ>=SY(TGM 

HO I=0:lFa<>XtB)>«€(XOX{n^<XOX«))TI€NI=K(«Tljm.SER£t 
URN 

150 FORIMPTOTB+PEEK ( TB ) - 1STEP7 1 PRINT0PEEK tH+1 »256*PEEK( H+2 ) 
+4 , Crfii < 12€ ) NEXT I RETURN 

170 bbuh5d:msiwii:timt:^ 
!GQTD6t 

18(1 Y*i:OISUB5l):BL^<TM)iV3=K^ 

) fTWCHD , n ; cost* 1601 r^D : htceo 

200 G0SUE«:K(i)=x:x(a)=x(i)-i:iFX((i)=flTtCHXCJ>=4i 

210 X(2)=X(lHtim<(Z)-7nCHX(2)=l 

220 J=B ^ORMiaz: X=?c ( I > :CCSt«SD0 :IF («XOZ)DRC<Rt>3) WB(Ft,*ft)«i) 

EXT 

239 IFJ^THEJTRWTe^V'NO fiETREAT M D«<3(l);;C0SUB3«;RETUWCLSE 

TELSEPEINTX(I)mICXT 
HO RETURN 

250 BL=KE(t ) ;SP=KS(Y> STP=KTt Y> :FL=Cn ) *V3=Ky< Y J iQ9=K0tY ) JfaULRW 
28U Ha)=-{KT(Y^>-tPC(HM,n=3)-(PEEK(PK+i)=3)*(Ft£K(PK+4-ti)!I 
FttKZATHEN3fl BELSEFQRX- 1T06 ! GQSU650 8 ! IF ( NX<51 ) TTCNTFPC (MX , 1 >=5THE 
(HWMKYHJ 
290 NEXT 

W printw964W p e(^;ncy>; ,, point(S)"; \m j=Nor )+r*b(A) ;return 

350 MN=K!Y=t: RETURN 

m hn*td;ymi: return 

123a cosuBiiti:paK£9K t K:u^s:p*sF:[^i9ii:u=sE;:p^:GDSuBi9o:u=i 

6524 : P=67 ! GOSUBl 90 I K9=U5R (1)1 IFPEEK< TB I =0THEItf£TURN 

12111 K7-0;FDRI=TETflTE+PED!{Te)-lSTEP7!K7^7-(PED^l*i)=l)itfXTIl 

FK7=8ANDPC(K, l)=2T(ORETURN 

1250 K6=8:L2-B:TfM^(K,l>:GOSlJElAtt:L^S:FC3RI^TETOTE+f>EEKaE>-t^ 

EP7 

126(1 IF ( C K7QRTP=2 ) ANDFEEK ( 1*6 )Ot )QR(PCifEEK (1+5 > , 1) =A ) T>£NK6=K6 

+i : po^i*5 F o : coToi2ao 

1278 PRINT0PEEM 1+ 1 ) 1256 +PEEK (1+2 ) +4 , OW IL ) J UMA L2=L2+1 



12S0 L=L+1 [NEXT! IFPEEK ( TG I =7iK6TJENRETJRN 

1 29U 1FK7THEMIFL2= 1 THENA-CHR1 ( LI ) J G="iA»" : GOSUB480 I GOTO 1 32 0 

1 30 0 G="tKP JGOSUBIAO I IF A=CHR* 113) Tf€WIFK7THENGOSUfc4?6 ! GOTO 1 30 D E 

LSEC0T015C 

1311 fffr: ,, A , m>DI«{L-l>nCNCOSUB190:GaTDl3D(l 

1326 PK=TB+(^(A>-iE>i7ETJTEQ<trat^^ 

TD=PEEK(PK+5)tGOaJBl81J 

1338 A=" IfcKY^YIHtPttNTrar'lJIFIW^ 

QT 013A8EL9EIFK7TTCHPRIKT "MUST" A ! GOTO 1 35 BELSEinP=2THENPRINT "TOhft 

HAWKS CAN 1 7" A I GOTO 1 36 D 

1340 G= ,, RTN ,l :(mjB1AC !IFA<: ,, T ,, THEWYO=l !GOT01360 
1 35 0 GQSUEGill : GQSUB2B0 I PC l TD , 2 ) - 1 \ Yt^N ( 0 ) 
1 36 0 GOSUttS 0 : 0L=KE (15! G0SUE;2S& tXA=Nil) 

1378 K=(IJffi^<HIWtC1 t YD+9i(XA-n,n):i^IM189Bfl, "RESULT; "|;C 

8BUB171I 

1388 GOSU61S0 

1390 QK£GOSU6l4ie t M3O,M40,145tt t M6O,1488 

MHO BL=KBt 1 > :PRDfTera2,CHR*l3l ) r ICOTMBD 

M10 GQSUE35(i;GOSUB17etIFKITItNRETlJRN 

M20 GO$lfc36D:CG7D15flO 

1435 GOSUB3501GOSUB15l9tGOTDM2fl 

1440 RETURN 

1151 GOSUB36(»;OTSUBl5lliGOT0l17tt 
MAO HKUB3A0troSlBl7il:iFKIThCIIROURN 
M70 GGSUB358:GOTai5BD 
M80 GOSUB350;GOSUBl7D 
M?d CQ9UB360!GOTOl79 

1580 IFFE£Uf1<+6><>lT>£NREW€L5£GCSU^^ 

UBIAfl I IFA . ■• " Y"THEW4fl OELSEPOftEKY U - Y > t mi P0KEV3 , Z IPC ( P«, II MSB ( 1-Y 

) :x2=i-y;bl*«b( i-Y > iGOSu&wtmjEtfw&osufcLAC : cosuBsao :bl**biy) ; 

GDSUG1 Q C : IFMN =: ZATtCNEl =KE: i i - Y ) \ GQT031 D ELSERE T Ufol 

1510 GOSUEfldD :X2=Y :GOSUE250 IGOSUBZOO :IF^3THEN17BELSEIFJ^ZT>C«(= 

LlGOSUEalO;GOTOl530 

1510 GOSUB^tt;COSUEllD:lFIT«EN15:0 

1530 COSUES0r.re(H«,B^ffi;P0^y3,Z;HJKEV2 t riM:GOSW«^ 

Zai:GOSUB530;RZ=B;O0TO4(0 

1588 REH Not Used. 

1590 REH Not Used. 

1711(1 IFREOTTCNPRIHTEt 1 1 ;aSEIF(R£-1)GR(RE=5)Tl€?fiaMTE(8 ) | 

1710 iFSE=3™raKT" missi " ; asEffRE^TWftiNT-'ecT h";e(2>s 

172D IF(R£-l>0R(RE=5)TT€NfWNTE<2j; 

1730 IF (RE=Z >QR< REM ) TTENf ttlNT" RETREATS"! 

1740 GOTO340 
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THE Happy Hunting 
Grounds or Boot Hill get 
ready to receive casual- 
ties when the computer 
goes into its combat 
routine, In the final article in this 
Warpath series, we look at how the 
computer analyses a battle t 

Last month I left you halfway 
through the combat sequence and 
slightly up in the air. 

Prior to that, you had always been 
able to type in the code and at least 
be able to check it by running the 
program. Last month this was not 
possible. 

The search routine is called in 
line 1230 and it may be wise to omit 
the statement K9=USR(Q). while you 
test the rest of the program. 

When writing the routine I had to 
set up very elaborate routines to 
debug it. 

Normally, these consist of first, 
getting the code under control — 



that is, looking for the silly errors 
that clobber the whole of memory 
— and secondly, ensuring that the 
logic is correct- 
It helped a great deal to write the 
code in Basic first and then translate 
it. 



Note that the attacker is given 
subscript 1 and the defender sub- 
script 0. First, Y is set to 1 and all 
attacker information is saved. A 
similar set is then prepared for the 
defender i.e.; 

Having decided whether the de- 



Attacker 
KB(1) 
KS(I) 
KT{1) 

GO) 
KV(1) 

KOCD 



Defender 
KB(0) 
KS(0) 
KT(0) 
G<0) 
KV(0) 
KQ{1) 



BOARD location 
Video location 
Character type 
Character 
Memory location 
"Man in Flag hex" flag. 



The figure below describes the 
lines within the Combat sequences. 
Follow this through with the coding. 
Lines 1320 to 1500, however, require 
more explanation. 

Once an attack has been deter- 
mined, a table is ser up (see Lines 
180 and SO). 



fender will (or can) return fire, the 
combat points are calculated (See 
line 280), N(Y) accumulates the 
points. RANGE (in Basic) is used to 
test whether a trooper is next to the 
General for an extra point. 

Note also how Y is used to calcu- 
late who qets the benefit of cover. 



Ron Potkin takes to the Warpath for the last time and deals with the rules of combat 
(left) and the final piece of programming. If you have had any problems with the series 

please write in. 



Figure 1 

740 ; Clear attack flags. Obtain location of each piece in turn, Go sub 
COMBAT 

1230.40 COMBAT : Display WINDOW. Put Index in SK, SP into SS and BL in 
SB and call XS(16) — RANGE, if there are no attackers, return for next piece. 
Calculate K7 — number of defenders at 1 hex range, II zero and man is a 
tomahawk, attack is not possible — return. 

1250/80 LETTER : Print letters against defenders, but make sure tomahawks 
only fight at one hex. 

1290 AUTO : If there is only one attack at 1 hex (variable L2) combat is 

automatic so prompting is not necessary. Goto TEST. 

1300.1310 WHO : Flicker lor decision and check input, 

1320 TEST : Test input some more and set up table. 

1330 REPLY : II defender has already tired or he is a tomahawk being 

attacked at greater than 1 hex range, he cannot reply. If distance is 1 hex, 

others must reply, 

1 340 SO RTN ; Prompt for return of fire. It he returns, determine his defence 

points and sel attack flag in PTAflLE so that he cannot reply again. 

1360 : Calculate attacker's points. 

1370 ODDS : Calculate result using C4 — the ODDS table. 

1380 : Remove letters from screen, 

1390 : Whatever will be will be. 

1400 : Update BIGSCREEN and return to line 740, 

1410 A-ELM 

1430 A-RET 

1440 MISS 

1450 D RET 

1460 D-ELM 

1400 BOTH eliminated. 

1500 ADVANCE: It 1 hex range, winner may advance. 



Finally, line 300 prints the points on 
the screen and adds to N(Y) a ran- 
dom number from 1 to 6. 

We can now calculate the result 
using the ODDS table, C4. and print 
it on the screen using the routine at 
1700. 

The elimination in lines 14 10, 1460 
and 1480 are handled by subroutine 
170. Retreats are carried out by line 
1510. These are again controlled by 
Y=0 or Y=l. 

This is the seventh and last in the 
Warpath series. When you have en- 
tered this month's code, you will 
have a working game up and run- 
ning, ready for you to take over 
either the cavalry or the indians and 
lead them to victory against your 
computer. 

You will also have a complete set 
of rules and hopefully a full know- 
ledge and understanding of the 
workings of this program. 

Warpath has been in such detail 
so you can convert it to your own 
machine and you can take elements 
of the listing and use them in your 
own wargames. 

It has been fun writing this series 
and I hope you have enjoyed fol- 
lowing it. 
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MACHINE^ 
CODE^ 

CALLING ALL 
THOSE GOSUBS! 

Planning a series of GOStfBs which 
call one -another up is usually one of 
the first lessons and early thrills of 
Basic programming. 

But how does a machine code 
program find its way through the 
GOSUBs and RETURNS which still 
make up a large chunk of every 
program? 

Last month I looked at the idea of 
using the subroutines built into the 
computer's ROM. This article will 
tackle assembly language instruc- 
tions associated with subroutines 
and the mechanism used by the 
microprocessor to keep track of 
subroutine calls and returns. 

The instructions for subroutine 
calls and returns in machine code 
work similarly to Basic but the call is 
to a memory address instead of to a 
line number* 

Executing a subroutine call 
makes the microprocessor continue 
execution with the instruction at the 
address specified in the call in- 
struction, and a return instruction 
makes the microprocessor go back 
to the instruction following the sub- 
routine call. 

The 6502 has only one subroutine 
call instruction, JSR, which can be 
used only with absolute addressing, 
and a corresponding return instruc- 
tion, RTS. 

The 6809 has three subroutine 
call instructions; BSR and LBSR, 
which are used with relative 
addressing and take one-byte and 
two-byte offsets respectively; and 
JSR, which can be used with ex- 
tended, direct page, and all in- 
dexed addressing modes. The re- 
turn instruction is RTS, but there is 
also another way to perform a re- 
tum, which we will look at later. 

The Z80 subroutine call instruc- 
tions all use absolute addressing. 
The instructions available are: 

CALL address (call unconditionally) 

CALL NZ, address (call if Non- 
Zero, Le., if Z flag set) 

CALL Z, address (call if Zero, i + e., 
if Z flag set) 

CALL NC, address (call if No 
Carry, ue., if C flag clear) 

CALL C, address (call if Carry, 
i.e., if C flag set) 

BY TED BALL 




CALL PO, address (call if Parity 

Odd, if P/O flag clear) 
CALL PE, address (call if Parity 

Even, i.e. h if P/O flag set) 
CALL P, address (call if Positive, 

Le,, if S flag clear) 
CALL M, address (call if Minus, 

i.e M if S flag set) 

When you use the conditional 
CALL instructions the subroutine 
will be executed only if the relevant 
condition is satisfied, otherwise the 
processor will skip to the next in- 
struction after the CALL instruction. 

The Z80 also has a similar set of 
return instructions: 



RET 
RET NZ 
RET Z 
RET NC 
RET C 



RET PO 
RET PE 
RET P 
RET M 



STACKING IN 
STRUCTURE 

In order to be able to get back to 
the right instruction after executing 
a subroutine the microprocessor 
has to save the return address 
somewhere. The 6502, 6809 and Z80 
all use the same principle for saving 
the address, but the details differ. 

The method for saving return 
addresses uses a data structure 
called a stack, in which new items 
are always put onto the end of the 
stack and stored in the order they 
were put, or pushed, onto the stack, 
and items taken, or pulled, from the 
stack come in the reverse order to 
which they were pushed. This 
allows subroutine calls inside sub- 
routines to work properly, with a 
return always going back to the 
instruction following the last sub- 
routine call executed. 

The terminology for a stack can 
be confusing; the last item pushed 
onto a stack is called the top ot 
stack, but the three micropro- 
cessors add to the stack down- 
wards in memory, so the "top of 
stack" is actually at the lowest 
address, 

When a subroutine call is ex- 
ecuted the microprocessor stores 
the return address in the two bytes 
at the address referenced by the 
Stack Pointer register (SP in the 
6502 and Z80 and S in the 6809), and 



decreases the Stack Pointer by two. 
A return instruction does the oppo- 
site, increasing the stack pointer by 
two and putting the two- byte return 
address into the Program Counter. 

The three microprocessors also 
have some instructions that may be 
regarded as special types of sub- 
routine calls, 

The 6302 instruction BRK (Break) 
saves the return address and the 
status register on the stack, and 
jumps to the address stored in 
addresses $FFFE and $FTFF 

The 6809 has three "Software In- 
terrupt" instructions, SWI, SWI2 and 
SWI3, that save the return address 
and all the processor registers ex- 
cept Stack Pointer S on the S stack 
and then jump to an address stored 
in high memory. SWI jumps to the 
address stored in $FFFA and 
$FFFB, SWI2 jumps to the address 
stored in $FFF4 and $FFF5, and 
SWI3 jumps to the address stored in 
SFFF2 and SFFF3. 

The 280 has the "Restart" instruc- 
tions RST 0, EST 8, RST 10H, RST 
18H, RST 20H, RST 28H. RST 30H, 
RST 38H, which are equivalent to 
CALL 0, CALL 8, etc., but use only 
one byte instead of the three bytes 
for a CALL instruction. 

On ROM based computers the 
addresses used by these instruc- 
tions will be in the ROM and will 
have been set up by the manufac- 
turers. To use the instructions you 
will have to find out how they have 
been set up, either from the manual 
or from books and magazine arti- 
cles on specific computers. 

As well as the stack being used 
automatically to keep track of sub- 
routines there are instructions that 
allow you to push the processor 
registers onto the stack and pull 
from the stack into the processor 
registers. 

The 6502 has PHA, which pushes 
the accumulator onto the stack, PLA 
which pulls the top of stack into the 
accumulator, PHP which pushes the 
status register P onto the stack, and 
PLP which pulls the top of stack into 
the status register. 

The 6809 has two Stack Pointer 
registers, the hardware Stack Poin- 
ter S which is used for subroutines 
and interrupts, and the User Stack 
Pointer U. The push and pull in- 
structions are PULS, PULU, PSHS t 
and PSHU, and the mnemonic must 



be followed by a list of the registers 
to be pushed or pulled, Any com- 
bination of registers except the 
stack pointer for the stack being 
used may be pushed or pulled in 
one instruction. For example, we 
can have 

PSHS A 
PULS CC.PC 
PSHU PQY,X P DF 
FULU A3T 

The order the registers are 
pushed onto the stack is PC, U or S, 
Y, X, DP, B, A, CC> and they are 
pulled in the reverse order. 
Although the assembly language 
allows you to list the registers in a 
push or pull instruction in any order 
the actual push or pull order is 
always the same, 

Note that including PC in the 
operand of a PULS instruction to 
pull a subroutine return address 
into the program counter does ex- 
actly the same as a RTS instruction, 
and this proojairiming trick is often 
used to save putting in the RTS 
instruction. 

The Z80 push and pull instruc- 
tions all work with two bytes at a 
time. The instructions are PUSH BC, 
PUSH DE T PUSH HL r PUSH AT, PUSH 
DC, PUSH IY, POP BC, POP DE h POP 
HL, POP AF. POP DC, POP IY. 

When you are using subroutines 
and push and pull instructions you 
have to be careful to balance the 
number of bytes pushed and pulled 
between the execution of a sub- 
routine call and the execution of the 
return. For example, if you begin a 
subroutine by pushing two bytes 
onto the stack and pull four bytes 
off the stack before the return, the 
extra two bytes will be the return 
address and when the return in- 
struction is executed the processor 
will jump to whatever address hap- 
pened to be in the two top bytes of 
the stack before the last subroutine 
call. We can now go back to last 
month's "print a message" routines. 

These routines were not written 
to be used as subroutines, so if you 
wanted to print several messages in 
a program you would have to repeat 
the whole code every time. As well 
as changing the routines so they can 
be -jsed as subroutines there are 
other improvements. 

The 6502 and ZBO routines last 
month were rather complicated as 
the 6502 does not have any 16-bit 



registers and the Z80 does not have 
any 16-bit compare instructions. 

The routines can be made much 
simpler by marking the end of each 
message with an "O" instead of pro- 
viding the length of the message. 
With these changes the "print a 
message" routines, where the mes- 
sage may be of any length, become: 
6502 

Calling sequence: 

MESSrO = MESSGE 256 

MESSLO = MESSGE-256- 
*MESSHI 

LDA MESSLO 

STA MESSAD 

LDA MESSH1 

STA MESSAD+1 

JSR PRMESS 

"Print message" subroutine: 
PRMESS LDYO 
NEXTCH BEQ DONE 

JSR OUTCH 

INC MESSAD 

BNE NEXTCH 

INC MESSAD+1 

JMP NEXCH 
DONE RTS 



Calling sequence: 
LD HL P MESSGE 
CALL PRMESS 

"Print message" subroutine 
PRMESS LD A, (HL) 
RET Z 

CALL OUTCH 

I N C HL 
JR PRMESS 

6S09 

Calling sequence 
LDX MSSGE 
JSR PRMESS 

"Print message" subroutine 
PRMESS LDA f X f 



BNE DONE 
JSR OUTCH 
BRA PRMESS 
DONE RTS 

There is another point that was 
skimmed over last month. We 
assumed that the routine OUTCH, 
which prints the character whose 
code is in the accumulator will not 
change the contents of registers. 

This is true in many computers, 
but not in all. However, we can 
ensure that none of the registers are 
changed by saving the registers on 
the stack before calling the ROM 
routine and restoring them after- 
wards. If we call the ROM routine 
that prints the accumulator PRINTA 
we can write OUTCH routines that 
preserve the registers as follows: 
6502 

OUTCH PHP 

STA TEMP PLA 
TXA TAY 
PHA PLA 
TYA TAX 
PHA LDA TEMP 

LDA TEMP PLP 
JSR PRINTA RTS 



POP IY 
POP DC 
POP HL 
POP DE 
POP BC 
POP AF 



OUTCH PUSH AF 
PUSH BC 
PUSH DE 
PUSH HL 
PUSH DC 
PUSH IY 



CALL PRINTA RET 



OUTCH PSHU Y,X t DP,D,A,CC 
JSR PRINTA 
PULU CC.AADP.X.Y 
RTS 

Note that we do not need to save 
S as the ROM routine must leave S 
unchanged after a subroutine call 
and return, and that we can put D in 
the push pull list instead of A and B. 





Bafflf» call inunction 




mitructmn 
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CHECKLIST TABLE 



vluVE Does it belong id a mamiii empire 
Is rt 1 square away, arther venscally. 
no hi or tally or diagonally' 




TRADE Does it belong 10 a friendly empire 7 
Is it t square away, either vertically , 
horizontally or diagonally? 
Is it a different star type? 




RAID Is it 1 square away r vertically or 
hpri/onialry but not diagonally'' 


Is it the lint movement 
phase? 


uqqs it Deiong id an alien empire; 


Is it lollowed by a Return 
order 7 


RETURN Is the 1lcei Reluming 10 a slar belonging 
tD the same empire as it left on the first 
movement phase 7 


It ii itip cdrofld mnvpmenl 

■ 5 11 lilt ADlrUMU ' "U V ' 'V ' " 

phase? 


Is it l square away, vertically or 
horizontally but not diagonalty 7 


i.JCfls .r nnuvi a nam 
urder 7 


ATTACK: Does n belong to an snamy empire 7 


II 11 4 Ml 31 l>l UtU 1 1 mi 11 

phase, is it followed by a 
Stay order? 


It it 1 squari away. vertically or 
horizontally but not diagonal^ 1 


If it's second movement 
phase, did fleet move in 
its own empire on First 
movement phasi? 


STAY Is 1leet staying at present star' 


Was your f if si order 
anything but a Raid order 7 


CARGO. Does Heet start game turn al a Gateway 

JUMP AND Slar 7 

PLUNDER: 


Has it only one order over 
both movement phases 7 


Does it move to a Gateway Star' 


Is the other movement 
phase crossed out? 


Is ii a different Gel away Star? 





friendry = Empire which a fleet's current empire is not at war with. 
Enemy Empire which a Heel's currant empire it at war with, 
Same - Same empire as ihe Dne you've left 
Alien = A star belonging to an empire (the* than Ihe one you left. 

ThiH Cfi«kli*l Chan * one way ol ensuring mat you have not entered an illegal Qt&*t 
whkh may reault in one ol vour heeta becoming losi m space 

Whatever movemnrn orders you have given eecii of your seven lieets, they should 
be checked ag«in*i this chart And it you can answer "V**" lo each, of Ihe question! 
Wt Oirt mere, then the movo i* a valid one. 

If you come up with a "No" then the order is illegal m thai cqnlexl. In crdur lu 
prompt "Yea' answers, some ol xOe questions ir« phraaed \n an unusual way Trie 
only one which m*v e«u»* confusion l»; "Was your hrat order orvyitung otber than a 
Raid order?" This is asked because no Raid crd"* can Lm» followed bv a Stay 



ANOTHER CHANCE TO ENTER 

II the Seventh Empire appeals to you wa still Have a balch of ndebooks ready to sunrt 
out Ha guarantees I'm afraid twi we'll pul you reedy should any of the 35.000 fleets 
Currently on the map, drop out. Send in tha form belo 

1 Please include me in 
Empire Competition. 
I name my tribe: 



Seventh 



i « r • • * • f. i • I t • 



I My name is: ...... 

A cf dress 



..... 



»** 



If you are new to the concept of Seventh Empire and want to find 
out how to make use of these two alien pages , road on. 

The Seventh Empire is a unique one way play-by -mail game 
Readers send in their orders on the form opposite and then learn 
how they got en in the next issue of C&VG. There is no luck in the 
Seventh Empire and the skill lies in guessing how other players 
will have to move and taking advantage ol the most profitable 
battles, trade routes or gateway jumps. 

If you want to enter fill in the form below. But should you want 
to use these pages on a more simple level we will be setting an 
additional competition for non-Seventh Empire players in our 
August issue. 



TAKE TO YOUR FLEETS 



Welcome back to galactic con- 
flict as the mighty space empires 
of our play-by-mail 9 arne ckasn 

again. 

The fleets have been spread 
through the galaxy by our 
restored disc drives and the action 
is set to commence. You should 
all have received a note of your 
starting positions and personal 
code number. If not ring us 
quickly. 

To prevent losing new fleets in 
space, you should take an im- 
mediate copy of your code num- 
ber for future reference. 

And when you have filled in 
the form opposite then be sure 
and keep a copy ol it so you can 
work out your space profits next 
month — and also realise where 
your next move will be starting 
from. 

All orders must be back in the 
C&V8 offices by June 23rd so be 
prompt in turning around your 
first batch of orders. 

In case your rulebook is not to 
hand, we have included a check 
list chart and a run down of all 
the possible moves. 



And the prize for the top scor- 
er this turn is once again three 
software cassettes for his micro. 
By the December issue we 
should have an overall lop scorer 
for the first six months and he 
will win himself the promised 
Colecovision games centre. 

Remember to check your 
orders against the checklist 
chart to avoid errors which mighl 
lose your fleet in space. Any 
problems and your phonelines 
are open on Friday afternoons, 
phone 278 6558 

Imperial fleets are going to 
belong to the seven players who 
had control of them last time, 
even though their fleets may not 
be restricted to that particular 
empire, 

DTaans Empire: KGa dm art. Port Isaac 
Sun Empire R Archer, Taunton 
Pirate Empire. P Nevms, Warrington 
Bloodline Empire: S Birch. Whitby 
Dead Empire 0 Speight, Carlton 
Amethyst Empire: B.M. Jones, Diss 
Water Empire: S Chambers. Norwich 

May the scourge of galactic 
piracy never share your trade 
routes. . 



SEVENTH EMPIRE MOVEMENT ORDERS 



| Telephone . 



• m * * 



Key 


ORDER 


MOVEMENT 


CONDITIONS 




MODE 




S 


STAY 


NONE 


None 


M 


MOVE 


TRAVEL 


Between empires at peace 


T 


TRADE 


TRAVEL 


Between stars ol different types 








and empires at peace 


ft . 


RAID 


ATTACK 


Star of alien empire (phase 11 


ft 


RETURN 


ATTACK 


Td star ol original empire (phase 2) 


A 


ATTACK 


ATTACK 


Star ol empire al war with original 








empire 


J 


JUMP 


GATEWAY 


To another gateway star 


C 


CARGO 


GATEWAY 


To another gateway slar 


jp 


PLUNDER 


GATEWAY 


To another gateway star 



The key reft 
write it ot 



to the computer code for the order but you should 
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STATE OF THE 
GALAXY 

A new galactic map has been 
formatted by the Computer & 
Vtdeo Games computer ready to 
act on your orders. The map 
includes fleet positions but no 
trade index until you have started 
your new trading missions. 

But before you launch ynur 
seven revitalised space fleets 
back into the fray, digest the new 
information given below. 

The Raid Penalty for this turn 
is 1 and that should be put into 
your Raid equations. 

The Diplomatic Diagram, given 
below is as we last saw it in the 
April issue. Those empires joined 
by lines are at war with one 
another and where two empires 
are not joined, fleets can trade 
and travel peacefully between 
them. For example: D'Taan s 
empire is at war with only the 
Water Empire and the Pirate 
Empire this turn. 

We have also included a re- 
minding diagram of the Star 
Types and their trade values. 

The form for the first turn of 
[he second Seventh Empire 
series is included bottom right 
and please remember that we 
can only accept entries sent in 
on that form — not photocopies. 



FOZUZ 

o 

9 


LARUB 
♦ 

242 


YIBET 1 

?Bl D 


XOLSP 
¥ 


ITIL 

¥ 

iVi Q 


FUNUS 

¥ 

1 


LULIP 

"Vi 0 


YANOK 

¥ 

v tjj 


XOKEG 
♦ 


ISOX 

0 


VIZAX 

o 


QIRUS 

¥ 

220 a 


HAZAN 
# 

2\\t- 


ABOB 

O 

2m o 


SONER 
* 


VEPOZ 

¥ 

mo 0 


QATOT 

O 

q 


HEZOD 


ASOL 

* 


SUXEK 

¥ 


BAROV 

2fi> Q 


WIDAN 

* 


RURUS 

O 


MUPIP 
* 

261 0 


NAX1G 

O 

222 0 


BETID 
♦ 


WAVAB 

O 

0 


RIVEV 

* 


MEGUD 

O 


NAKOK 

O 


DAL IX 
¥ 


OLEX 
¥ 


TASAT 

¥ 


CAZUV 

??a □ 


GOV AX 


DJTUG 
♦ 

ttt 0 


OKAP 
¥ 

75 


TOXAZ 


CIXAN 
♦ 


GOTEG 

¥ 


ERAK 

\ m o 


KOVEP 

2^6 0 


USUG 
* 


PEBOB 

¥ 


JADEG 


ENAK 

O 


KEPAR 

¥ 


UGON 1 
♦ 


POROV 
♦ 


J1NIS 


FADIS 

* 

■■ 


LOKJK 

¥ 


YUSES 

0 


XAPUS 

0 


IX IP 

* 


FAGIL 

¥ 


LIZAG 

# 

239 U 


YODAZ 
♦ 


xl:<;<)i> 

* 

0 


IB ED 

¥ 


VASUX 
* 

247 C 


QUXIN 


HIPEB 
f 

2B2 0 


ASOR 

O 

2*7 0 


SIDAL 

¥ 

260 0 


VIZET 


QAVUV 
* 


HAKliR 

O 

?55 


APEL 
♦ 


SAB AG 

¥ 


BURET 

¥ 


WAGAP 
¥ 


ROLEK 

¥ 


MINI P 

O 


NUVEX 

¥ 

2b 1 


BAZIX 

O 


WUPIV 

¥ 


KOKl'l. 

¥ 


MEDEN 

-■ 


NUZET 

* 


DUSUP 

* 


OPOD 

. . ■ 


TUBOX 
* 


C1GER 

O 


GAZOR 
* 


DABAG 

¥ 


OTAN 
♦ 


TUXL'X 

O 


CESER 

¥ 

m 


GIR1X 




KERUP 

2?5 t 


ULER 
¥ 

u 


PIRAD 

¥ 

m c 


JAXEL 

O 


ED IB 
♦ 

41 .j 


KOLOL 

* 


UKOP 
O 

E38 


PULUD 

m 


JUVAK 



The Galactic Map 



Star type 


Trade value 


y Elixir 


200 


^ Gem 


150 


Q) Energy 


100 


jjj Gateway 


50 


Star Types 





Orders in Block Caps please 



1 



Ma me: 



Code No: 



Telephone No: 



!vm|iifL 




AT 


1st Movement phase 


2nd Movement phase 


ACTION 


STAR 


ACTION 


STAR 


FLEET 1 


n 










FLEET 2 












FLEET 3 












FLEET 4 












FLEET 5 












FLEET 6 












FLEET 7 













The Diplomatic Diagram 



I wish to move the Empire's Imperial Ship from 

Please notify us separately of any change of address. 



to 



"A 



There s a huge choice of 
micros around. Each with a 
different reason to buy 

One might have fantastic 
graph tes, but with a sound output 
like o pebble ma tin can 

Another may win every 
brownie point in the book on 
games But with programming 
difficulties that make your brain 
ache (let alone your finger tips) . . . 

For your micro, it's no good 
having one star in the team fou 
need all -round performance that 
wins with flying colours (all 16 of 
them!) And backed by a 
knowledgeable dealer network that 
wil l help you explore the exciting 
world of micros. 

THAT S COLOUR GENIE 

Owning one means that when 
you want to do something new, 
you won't have to throw away 



months or years of experience And 
you'll find that tor what ever reason 
you first buy a micro - you'll 
develop new interests immediately ! 

it means that once started, 
you can progress to be an 
experienced programmer From 
fantastic games, to professional 
program applications 

SOUNDS CHALLENGING? 

It s meant to ! Because Colour 
Genie is tost and powerful enough 
to offer you the most exciting 
challenges in entertainment and 
education , at home and at work. 



PROGRAMMABLE 

Fast Z-80 chip with «ry pro- 
grammable Microsoft* BASIC Extended 
held in I6K ROM 



128 programmable characters 
with programmable screen tor text and 
display Plus 128 pre set graphics an 
the keyboard 

4 programmable function keys m 
each shift plus auto-repeat email 63 
keys 

And to help cure any of your 
programming bugs - CotourGente has 
a full, powerful editing facility! 

MEMORABLE 

On 16K RAM. virtually 90% ts 
available foryou to use Rising to a 
stoa^enng 95% with the 32K RAM 
option Thai indicates design efficiency 
and some very experienced 
programming 

It's no! RAM size that 
counts -it's the usable 
RAM lhat matters ! 



ADAPTABLE 

Screen text display is a full 
40 across x 24 down Ififftis made you 
can build up to 1 28 complex graphic 
shapes, using me highest screen 
resolution of 320 x 192 

With up to 16 colours on screen 
(8 colours ana 6 hues), gel the shapes 
to 'move' ever the screen with o 30 
effect. Or you can use tull -screen high 
graph ics resol ution at 1 60 across * 96 1 
down in 4 colours with background^ 
colour ^^^M 

In both modes, you 
can mw upper ond tower 
case text with graphics 





) < ? *r 1 < •*» 




Colour Genie 




Quite simply, More . . . able 

Available, and affordable! 

Only £194 



(including VAT) 



LfARNABLE 

Odour Genie even 
oomeswitti 2 manuals. 
A beginners gun*, and 
one lo lake you through 
ft* twst steps ot a*S*C. 
the Engjrsh "snotlhond 
thaJ It* computer uixier- 
stands (snown herewith 
optional joystick 
oonttQiiers) 



Send NOW for full details. 




SOFTWARE AVAILABLE 

F rnd me Diamond ot Soimorion 

The \tegon incident 

Enchanted Garden (requires 32K) 

TooflMcfwa! 

Spoae Fighters 

Racing [>w 

Mysienaus tetenrure Semes ( 7 programs) 

inwoerarrorriSpot* 

TheCnonw 

CosrrncWIWk 

ZBft EdrtoryAsjembtw/DBtwaaer 

forties* of EVii 
The Extermiixstof 
Tha&nprncsMostej 
The Deep 




Litebool fr Noughts and Crosses 
Round Toole (Adswlure) 
Murder a) Goslortti Mall UiheCiuedo) 
Missile Sin ke 
Gatoctkc Attack 
Mooserrioze 
Asterotd Mission 

CSAVTRS {Gwte 1 so 4 BOSJC Trons } 
Monitor 3 



COMMANDABLE 

SHAPE, SCALE COLOUR, PAINT, 
CIRCLE. FILL, PLOT - the list goes on 
*ilfi more man 80 others 

Add more than 40 graphic, 
antnmeticond other functions ttxi con 
see the power beh in! ^^tf[St 
Colour C&nv^^^M 



OOMPQSABLE 

Outstanding foci I itywith 3 sound 
generation channels Independent or 
simultaneous with a lull range of 8 
ociaveson each channel to give the 
synthesized sound of instruments such 
as drums, fluie and horp&chord A 
bomb, a cor or o bird ! 

gmmoble pitch, duration 
ie 
fe notse Special effects 
II enveloping Plays through 
your TV or Hi -Ft (with 
picture on TV). SOUND 
AND PLAY commands 



USEABLE 

There' s no shortage of ocfton- 
packed games available now But as 
your expertise develops, you'll find 
Colour Genie software to meet your 
growing skills. From some of the best 
writers around. 

Education, music, business and 
many other applkxjtions 

Regular software update lists 
Backed by Lowe Soft, the special Lowe 
Computers software service Ail you 
need fo gel the most from your Colour 
Genie 



ENJOYABLE 

Ysur optional Colour Genie 
joysticks musl be the besl m the 
business 1 

Slam them herd for explosive 
screen oction Touch them gently for 
slow precision They each use o 6-brt 
chip and convert from normal 
analogue to digital response 

And each stick has a built-in 
numeric pad to help build exciting two 
player applications 

SHAREABLE 

The Notional Colour Genie Users 
Group welcomes you ! Free magazine 
every monih tor the beginner and the 
pro Where to gel software Its own 
software libicry user experiences, and 
the opportunity to sell your software on 
' the Group sown label 





ANYTHING TO DECLARE? 

These two passengers certainly have! 

Among the rather weird collection of items in each suitcase there are two which 
definitely do not belong with the rest. Can you deduce which pairs should he 
removed for inspection by the Customs Officer? Perhaps, too, you can state how 
these four contraband items are related to each other. 



QUICK WEIGH IN MATRON 



THE LOWEST 
DICE ROLL 

Summer is now recognised medically 
as the most dangerous season for us 
members of the new species, fanaucus 
computicus- It is the time when those 
mere mortals we live alongside feel the 
urge to remove a large quantity of their 
outer clothing and leap about shout mq 
"thirty fifteen", "Howzat Umpire" and 
"Mowed the lawn three times todayf 

A strong urge comes upon us that we 
should also be doing something ener- 
getic and that the entire population is 
becoming fit around us. 

But take heed ... it can be fatal to 
lack the chair back and join in. A violent 
bout of croquet can ruin that typing 
ringer. So here is a gentler way to move 
a few muscles, stimulate the brain, and 
so aid digestion. 

Copy our diagram, making the 
squares large enough to accommodate 
whatever size die your Monopoly set is 
supplied with. Place the cube in the top 
left square so that the 1 is on top and the 
2 is facing you. In all standard dice the 3 
will now be on the right. (Note: dice 
other than standard are not allowed!) 

A move is to roll the die by a quarter 
nun into an adjacent square, across or 
up Or down — spinning diagonally over 
a corner is forbidden. After the move till 
in the line you have just crossed with a 
pen. 



Quite early Into a recent hospital visit I 
was surprised by a request to hup on the 
scales and be weighed, I had duly hopped 
before I had even begun my mumbled 
reason (or being there — a desperate 
attempt to unload about a tonne ol un- 
wanted Re"**"s D"**t into the ENT 
waiting area. 

And that explanation was cut short by a 
fearsome ma I ran who burned me to a crisp 
with her acid enquiry as to whether 1 
always weighed myselt with an overcoat 
on. 

It was same hours later that I realised 
what 1 should have done — dismounted, 
carefully taken my coat off , folded it over 
one arm and stepped back onto the scales 
agalnl 

As It was I discarded the tonne and fled, 
taking some small consolation In sending, 
anonymously of course, tills picture. If I 
have read her correctly It will take her 
some time to work out just how many 
TRIANGLES are needed to make the third 
pair ol scales balance. Which should de- 
lay the processing ol my sample Tor a 
week. 

Readers of this magazine, however, are 
only allowed thirty seconds to complete 
this simple operation. 
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As you proceed on this rolling tour of 
the board you will gradually complete 
the sides of the squares. When you 
draw a line which finishes a square put 
a number in it — that number being the 
value showing on top of the die at the 
time. 

The square just completed will either 
be the one the die is in or an adjacent 
square — occasionally you can com- 
plete two squares in one move: in which 
case enter the top die number into each 
square. 

There is only one restriction on move- 
ment: if possible you must roll so that a 
new line is drawn — you may only roll 
over a previously drawn line if there is 
no other choice. 

The exercise ends when you have 
completed every square and your effort 
can be measured by the sum of the 
scores in the 12 squares 
T 




The challenge is to find the path 
which scores the lowest Total! You may 
record your moves by noting the initial 
letter of the direction you move the die 
each time: Op, Down, Right, Left. 

Entries should be written in the form 
of a list of moves and include a copy of 
the diagram with scores entered, and 
the total claimed. Usual rules apply and 
the editor s decision is final! 

SEVENS UP 

The solution to each of the fol- 
lowing clues is an anagram of 
five consecutive letters, When 
you have found the twelve 5- 
letter words, enter 
them in the grid in 
such a way that the 
seven first letters and 

the seven 

let- 



end 
tens both 

forrr. 



R 



O 



D 



O 




A MANGLED MATHS MESS 



When Paul Tutherwon gained his hat- 
rick of detentions in one week 
(awarded for his believed frivolous call- 
ing out of "mangle" when asked to name 
one kind of angle) it was decided to 
make the punishment as ingenious as 
his classroom answers. 

He was given this word sum which is 
so obviously correct that little develop- 
ment seems possible. 

But, since there are ten letters being 
used and our counting system has ten 



digits, 0 to 9, he was asked to replace 
each letter by a digit and convert the 
diagram into a calid addition sum. 

As always, the same letter stands for 
the same digit each time it appears and 
there are no leading zeros allowed. 

Supper is in half an hour and fish 
lingers feature on the menu. Can you 
give the erring but Likable lad a hand 
and tell him which letter represents 
which digit? 
By Roger Myers 



words when read 
from bottom left to 
top right. The first is 
done for you, 
or doe, in an alfresco 



Buck, 
show. 

OR DOE - RODEO 
Consumed regularly by teena- 
gers. 

Complies, on demand, with decibel level. 
Bored Roman legions in part command 
Taking third place m entitlement. 
So may we deck the poor lieutenant. 
One may have remarked upon such a detonation. 
Restrain passion until the wedding, please! 
Strike a light! It's out until further notice. 
Quite material consequence for an awful telephonist. 
The strange ritual of a jungle inhabitant. 




□DO 



[a 1 3 iJo]n] 



SN3A3S 



SOTS 
dfl DNIWWflS 
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Introducing a new cosmetic. Oil of the rose leaf. 



Bv Timeshrinker 
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SAD IN MY 
SPACE SUIT 

Rescue at Rigei appealed to me as a 
title, so I sent off for it, looking forward 
to an exciting sci-fi Adventure. 

When the game arrived I waited with 
eager anticipation for the cassette to 
load, entranced by the illustration of a 
scantily clad lady manacled to an alien 
machine, being menaced by an over- 
grown ant. Just behind ihe ant, blaster in 
hand, was Sudden Smith, our hero, clad 
in a space suit. That would be me, I 
thought. 

In the box with the cassette was a 32 
page booklet. A quick perusal soon 
revealed that here was something very 
similar to Hellfire Warrior, (see C&VG t 
April '82), a Dunjonguest game. 

A list of single letter commands was 
given, and a background story describ- 
ing the objective — explore a hollow 
asteroid base orbiting Rigel, and rescue 
human prisoners by pressing "T" to 
teleport them to a waiting space ship. 
How exciting! 



In play the rooms were drawn on the 
screen in slow motion, and movement 
across the rooms, by hitting keys I 
'thru" 9 plus L and R, had all the urgen- 
cy of a slug on the attack. 

To the right of the graphic display, if 
that it could be called, being entirely 
symbolic, were the usual fatigue and 
wounds statistics, with a couple of new 
ones indicating power in the power 
pack, and blaster bolts left 

The aliens, although looking like 
crosses, were actually a race called 
ToUahs — the superior ones being High 
Tollahs. Probably an American attempt 
at satire. If so, it left me cold, as did the 
rest of the game. 

If you like Dunjonquest games, fine, 
but don't, like me, expect anything 
different in this game, I got the distinct 
impression that the intricate back- 
ground story in the book was written 
around an existing formula to give it a 
new lease of life. 

Rescue at Rigel, costing over £20. 
runs on cassette on a 32 K Atari or 16 K 
TRS-80, and on disk on 48K Apple , 32K 
Atari, or 32 K TRS-80, From Computer 



DWARVES WHO SPEAK ENGLISH 



The parallel 1 drew a few months ago 
between an Adventure game and a 
story is exemplified in The Hobbit from 
Melbourne House, which runs on a 48k 
Spectrum, 

The game is presented very much 
like a book — the ''front cover" with full 
colour illustrated title is displayed whilst 
the program loads. 

The game is a fairly close representa- 
tion of the book, which is itself supplied 
as part of the package. The action of the 
game takes place in over 50 of the 
locations described in the book and 
depicted on the map of Middle Earth. 

On the first visit to a location, a full 
colour picture of the surroundings un- 
folds, adding to the impression of a 
story-book game. 

But the player should beware of gaz- 
ing at the attractive pictures for too long 
— another feature of the game is "Ani- 
mation", whereby the various crea- 
tures go about their business inside the 
computer. 

Messages appear spontaneously on 
the screen from time to time as a result 
of this background activity, which has 



an effect on the course of the game. 
While you dither t don't be surprised to 
see Gandalf or Thorin s up and leaving 
either. 

The possible commands are very 
flexible. A language recognition prog- 
ram called "Inglish" is incorporated, 
and "ATTACK THE TROLL CARE- 
FULLY WITH THE SWORD" is recog- 
nised as easily as -'RUN". 

The game is linked to the story by a 
16-page booklet which explains the 
grammar and vocabulary of "Inglish", 
the split-screen mode of display, plus 
hints and tips on playing the game. If 
you are a Hobbit fan then you will enjoy 
playing the book and reading the 
game ... I think? 

The cassette costs £14.96 as it is sold 
with a paperback version of the Tolkien 
classic. If you don't know the story of 
Bilbo, Gandalf. Gollum and the dwarves 
and their epic journey across Middle 
Earth, it will provide a few clues to 
playing the game. 



MUCH MISERY 
IN SCOTT'S FUN 



OK — I might as well admit it — I'm 
beaten! I have tried Scott Adam's Mystery 
Fun House on and all lor over a year, and 
still haven't solved il, despite a recent 
concerted attack. 

Headers have been writing to me 
desperate for help — and I have deliber- 
ately delayed answering in the hope I 
might find the solution. But now I feel It Is 
time to come clean ... I can I solve this 
mystery. 

In Fun House, the first problem is to gel 
inside, a devious ploy typical of Scott. The 
clues are all there, and so with a sell- 
congratulatory pat on the back I entered 
the house. 

After being chucked out a couple of 
times by a bouncer, found how tn slay 
inside. Round I went pressing Outluns and 
pulling levers — all in search ol the 
missing plans! 

I shot clay pigeons, met up with a 
mermaid, got deafened by a calliope, and 
unlocked Ihe secret ol a trampoline and a 



130 COMPUTER 4 VIDEO GAMES 



BY KEITH CAMPBELL 



} 




YOU'RE NOT 



It is comforting when stuck in an 
Adventure lo know you're no] afone! 
Many readers write in desperation for 
help. 

The interesting point is that their 
problems are fairly similar anil tend tn 
revolve around a small number of 
Adventures. 

Perhaps these are the games intri- 
guing enough to worry about! On this 
page help with these slicking points Is 
often at hand! 

I would like to help my mystery 
correspondent, recognisable by his 
distinctive notepaper. who writes 
variously as Bilbo from Bag End and 
Desperate Adventurer from A Padded 
Cell! 

Turn the page upside dawn Bilbo, to 



discover hnw to cross the river And 

ml? reVG81 mr tme identity " ext 
Many thanks to Geoff Phillips of 
London NW9 r who has enabled me to 
re-exist in Philosopher's Quest. For all 
those readers dying to know — f|'s 
really quite simple ^ just think like a 
phiiosoprier! 

Geofl also mentions that be feels 
five seconds is a more realistic re- 
sponse lime for an Adventure, since 
one cannot physically travel from room 
to room inslantaneous/y. True, Ibe first 
time around this Is acceptable — the 
player is busy thinking ahead. But what 
about the poor dovil trying from scratch 
for the 99th time, who knows his way 
into the middle of the game like bis 



CEEmMs 



strange pair ol spectacles. But what about 
Itte second bolt? And how do you get your 
fortune told? 

Alistair Miller of Richmond can answer 
the first question, but is still stuck, and 
complains that the hint sheet doesn't help 
either! This is borne out by Simon Clarke 
from Harpenden. who is not quite so tar 
into Fun House yet. He strongly recom- 
mends not bothering with hint sheets 
whose usefulness he describes with a 
four-asterisk word. 

Another Fun House sufferer is the Rev. 
Dave Byrne of Kings Norton, trapped at the 
bottom ol a tank without even a mermaid 
to coiffure! 

So we're all stuck at different places — 
and apparently all lace insoluble prob- 
lems. Surely if we're each capable of 
ocercoming some of the difficulties which 
others thought impossible, it is within 



each ol our capabilities to reach the end? 
Just a matter ot perseverance! 

Back to the keyboard, Adventurers! And 
it I have any luck — 111 lei you know! 

Fun House runs on TftS-80, Video 
Genie, Atari, Vic-20 f Apple and Sorceror, 
and is certainly one ot Scott's most add ic ■ 
tively aggravating Adventures! Buy it it you 
want a real challenge, 
• If you are struggling with an adventure 
and feel that you will never lind a way 
around the problem, then my own small 
talents plus the might ol C&VGs dedicated 
adventure players may provide the 
answer. 

Write in to: Keith Damp hell Adventure 
Helpline, Computer & Video Games, Dur- 
rani House, Herbal Hill London EC1R 5JB 
II I don't know the answer then I can 
always throw It open to the readers. 




twice times table and hasn't saved a 
surtable version? Any views, Adventur- 
ers? How often do you save your game 
at the crucial moment? 

Troubled readers requesting help 
this month include two Bedlam pay- 
ers. Richard Jones can't get past a 
guard dog and Simon Clarke wanls to 
know bow to get the green key from the 
elecfro-shock room. 

6 Keen from Down Under, has de- 
signs on the demise of a gargoyle in 
Tandy s Raaka-Tu, Can any readers 
through me, help these Iroubled ex- 
plorefs to reach their goal? 

And perhaps when you are similarly 
stuck one day, someone else will pro- 
vide the clues to help you move on to 
the riexl room, 



Please don't pick up a pen al the first 
sign of a problem. You will only get a full 
sense ol achievement from a completed 
adventure if you have solved every prob- 
lem yourself. So before you write in. give 
yoursell a chance to strive the problem or 
find another way around it. If you can t 
succeed and half the adventure is never 
played because you cannot find a way 
round one particular problem then is the 

time In uirilc tn the Arlupfitmp Holnlmp 

LI NIC IU Will? IIJ MIC HUVCIrtUIC I1GI|JIIIIC 



SOME TIPS 
HI y fflNTS 



A lew months ago 1 wrote some coded 
tigs and a decode program. A numbe 
ol readers had trouble with tnis, 
should have mentioned that the £ was 
the printer's way of depicting a hasn 
or sharp sign. 

Some machines didnl ■«« aU 
features used and a CLEAR 1 000 state- 
ment was needed lor a Tandy. 

To avoid such problems In future, l 
will show clues upside down. Don* 
twist the page it yon dan. t w mm 
with Hobbii. Adventureland and Savage 
intend. Pari i. 



HELP MS AT HAND 

'Mis sin 

aprsmo a Bp a | aqt uo paiejodeAa jaieM 
loodapif uiOJ) spew lies tu;i| antf Aeq 
\p. ieaq jaqioue daaij oi jjueousuiv 
uj )|aA Mcaq uiuj ogi jsed too ox 

)eoq atit Oojsn uo 
ssojo oi noA aiqeua \\\m \\ Bumnd uauj 
teoq am uo puei \\w \\ sauiiiaiuos 
adoj aq) moju) 'joa|j ssqjo oi 
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Allows you to use any Atari/Commodore type Joystick 
with the Spectrum, Simply plugs into the Spectrum. 
Complete with 1 2 months' guarantee, 

JOYSTICK COMPATIBLE SOFTWARE FROM 1 

H£mp>OFT 

FOR THE SPECTRUM 

ORDER NOW! 



□ Astro Blaster 


1 6K QuicksNva 


£4 95 




Blind Alle r 


I6K Sunshine 


£4 95 




! Cosmic Guerilla 


I6K Crystal 


£S95 




□ Cosmos 


l6KAbbex 


£5 95 




□ Cyber Rats 


liKSHversoft 


£5 95 




0 ETX 


I6K Abbe* 


£595 




□ Frenzy 


l*KQuick$ilw 


£4 95 




□ Frogger 


I6KDJL 


£595 




□ Gataxians 


1 6K Artie 


£495 




□ Gulpman 


I6K Campbell Sys. 


£4 95 




□ JetPac 


1 6K Ultimate 


£595 




□ Joust 


l6KSoftek 


£5 95 




□ Knot m 3D 


48K Mew Gen 


£595 




□ Mazeman 


I^KAbersoft 


£5 9 5 




H Meteoroids 


l6KSoftek 


£4-95 




□ Might Rice 


I6K Hewson Cons 


£595 




□ PSSST 


I4K Ultimate 


£595 




□ 3D Tunnel 


I6/48K New Gen 


£5 95 




G Time Gate 


4SKQuieksilva 


£695 




□ Slippery Sid 


l6KSilversofi 


£5 95 




C'i Spook/man 


l6KAbbex 


£495 




□ Conversion Tape 1 


Kempsoft 


£4 95 




□ Conversion Tape II 


Kempsoft 


£495 




. Spectrum Joystick interface; Only £ 1 5 00 






Pnc« ndude PSP and VAT Ov*#«iJ pfUti MM I* <Xt P*P Total £ 





Gwquei'PoscaJ Orders should be made payable to Kcmpitoni Micro I Electronic i Ltd 
Name Signature 



Please debit my Accevv'Vi»* Account Nri 

I I I I I I I I L 



J I I I 1 I I I 



. Kempston (Micro) Electronics Ltd, Depl CVG7 '^«*»»pp'"^ 
[ IBOa Bedford Road. Kempston, Bedford MK42 8BL 



J 



SET 



JOYSTICK 
INTERFACE 



n 



Spectrum 




KEY FEATURES 

* rVnven cursor ki:y Simula I 

maximum software support 
» Accepts Atari, Competition Pro, Wico, 
Starfighter, Quick Shot, Le Stick, etc. 

* Second Joystick facility 

* Eight directions programmed in simple 

BASIC 

* Hear vterasion connector for all other 

add-ons 

* Free demo program. Video Graffiti' + full 

instructions 



JOYSTICKS 




sum 

£ OMTH.Oi.iJ. US \ 

Aim um un ^ n> 

n im qui J mine* ■ lm mi 



[NTERFACE II COMPATIBLE SOFTWARE 



ZX SPECTRUM 
Abbex ... * 



Hewson .„ 

(on sultans 



Spooky man 
In vision 

Karrifi ICL 

Cosmos 

The Android Run Imagine 



Abersoft ... 



Apocalypse 
Software .r. 

Axis 

BUby Comp. 
& VkL 



1 f if. 1 1 Noon 
ETX 

Mazeman 
The Wizards 
Warriors 

Galactic Jailbrcak 
Labyrinth 

Chopper Rescue 
Gold Digger 
Contusion 



Micromania 
New Gener- 
ation 
Software 
Newsofi 
Products 



Campbell 
Systems ... Gulpman 
CDS Micro 

Systems Leapfrog 
CTech ... Specman 
DJL Software Froggy 
DK 'Tronic* □ 3D Tanx £4.95 
Meteoroids 
* Stare 

FROM: MRTMR5.MI55 



guicksilva 

R + R 
Software 
Silversofl ., 



Night fl it c 
Specvaders 
Mazecha&e 
Star Trail 

(Man. Dock) 
Zzoom 

Ghost's Revenge 

□ Escape £4.95 

□ 3D Tunnel £5.95 

Time Bandits 
Spectral Maze 
Flight Simulation 
VTj 3D 
Meteor Storm 
Space Intruders 
Gnashei 
Spectapede 
Ground Attack 

□ Cyber Rats £5,95 
Pony Express 
Vec-Man 



Vectis ■ r r 

Software 

LATEST ADDITION 
New Generation Software 

□ Knot in 3D £5.95 

"PIMS21 ZX8I Titles" 
"AGF version" 



ADDRESS 



fAflE. DEPT CVG 



GTY 


ITEM 


ITEM ►HICE 


TOTAL 




INTERFACE MODULE It 








JOYSTICKS) 


1 H 






SOFTWAflE AS TICKED OH LIST 








SOFTWARE AS TfCK-EO ON LIST 






zxeto zx spectrum n piu»ik* 


FlNAl TOTAL 
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By Garry Marshall 



■ 



MAKE SENSE OF WHA T YOUR MICRO "SEES" 




A computer can make sense of 
what it is seeing when it is pre- 
sented with line drawings of simple 
three-dimensional objects. It can 
run a program that automatically 
determines which edges jut out- 
wards and which go inwards so that 
the three- dimensional shape of an 
object can be worked out from a 
two-dimensional drawing of it. 

Unfortunately, when the compu- 
ter is seeing the real world it does 
not see line drawings but, rather, 
more or less what we see. 

However, it is not too difficult to 
reduce an ordinary image of a 
scene containing three-dimensiona] 
objects to a line drawing. A method 
for doing this can be explained with 
reference to figure L 

An exarnination of this figure will 
prove that the image shown in it has 
no drawn edges. Yet the human 
observer has no difficulty in detect- 
ing its edges. Edges are perceived 
wherever there is a sharp change in 
the shade of grey. 

A computer can be programmed 
to detect the edges in a picture 
using the same idea. An image of a 



scene can be turned into a line 
drawing in the following way. 
L. Convert the image into numbers 
by measuring the shade of grey in 
each square of a grid covering the 
image and compiling a correspond- 
ing array of numbers. 

This can be done by measuring 
the intensity of the light reflected 
from each square. The part around 
the angle of the L in the L-shaped 
object shown in figure 1 will give 
the following array of numbers 
when it is covered by a grid with 5 
rows and 5 columns. 



10 


10 


2 


2 


2 


10 


10 


2 


2 


6 


10 


10 


2 


6 


6 


10 


10 


6 


6 


6 


10 


10 


10 


10 


10 



Light into numbers, 



2. From this array of numbers find 
another array giving the differences 
between adjacent numbers both 
horizontally and vertically. This 
array will show differences in in- 
tensity, which is what we are using 
to detect edges. The new array is in 
this case 





0 




8 




0 




0 




0 


0 


0 


8 


0 


0 


0 


4 


4 


0 


0 


0 


3 


0 


4 


4 


0 


0 


0 


0 


0 


4 


4 


0 


0 


0 


0 


0 


0 


0 


0 


4 


0 


4 


0 


4 



3. Join adjacent entries with similar 
values in this new array. The lines 
obtained in this way should give 
edges in the original scene. In our 
case the following lines are 
obtained 





0 




8 




0 




0 




0 


0 


0 


f 


0 


0 


0 






0 


0 


0 


E 


0 






0 


0 


0 


0 


0 






0 


0 


0 


0 


0 




0 








4 




-4- 


0 


0 


0 




0 





This gives the arrowhead junction 
of lines that occurs in the part of the 
object that we examined, 

In this way a computer can be 
programmed to see by running a 
program to extract the edges from a 
picture of a real-life scene and then 
running a program to determine the 
meaning of the line drawing formed 
by the edges. 

In a very general way, this is what 
happens in the brain and eye when 
we see things. It also helps to ex- 
plain why we can recognise car- 
toons and characatures so easily. 

They are composed of lines, so 
that edges are presented directly. 
Consequently the brain does not 
need to perform its usual first stage 
of extracting edges, but can start its 
work at a higher level than it can 
with an ordinary picture. 
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COLOUR C LASH fry the 1 6K Spectrum 



GAMES THAT ARE 
HARD TO BEAT 

Why? Because every single Romik action game fs professionally 
written In machine code to give you all the thrills and action of a 
fast-moving arcade game. Every one recorded on top quality tape, most 
of them playable either from the keyboard or with joysticks. 

A lot of thought and development goes Into every game and we 
guarantee no bugs to drive you mad, no Infuriating gaps Co interrupt 
your fun. 

Whether pitted against invaders from alien worlds, tracking 
hungry sharks or frantically stalling the men -down of a nuclear reactor 
you can be sure that If its a Rom Ik game you' If have a battle on your 
hands. The kind of battle that leaves no room for mistakes or hesitation. 



COMING SOON 

Romik prorata & least one new game 
every month, and soon there'll be Rompk 
games for rhe Atari and Lynx computers. 

FREE COMPETITIONS 

Every action game purchased brings a free 
entry into the national competition to find 
the Supreme Champion, and free entry 
into the annual Romik Grand Master 
competition with its fantastic prrzes. 

TOP PRICES PAID! 

We're always on the lookout for new, top 
quality machine code arcade games for 
any machine if you have what you 
consider a marketable game, let us know 
Nobody pays higher royalties than we do. 



flMtD£STflOVfRS*of tneejipiandecrVic 2QI3K+J . 







i|^K"i*,i 
mW *£ ' 
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A TOM SMASHER for the BflC <ind une> 



Mk 20 




GAMES AVAILABLE NOW 
Unexpended VIC 20 

Martian Raider Shark Attack 

Sea Invasion Atom Smasher 

Power Blaster S i « < ■ Ait, v K 

Space Fortress Mrnd Twi •iters 

MuJn sound Synthesrser 
Expanded VIC 20 \3K, BK or J6K| 
Time Destroyers Moons of Jupiter 

BBC f Model Aw BJ 
Birds of Prey Atom Smasher 

Dragon 
Strategic Command 
ALL THE ABOVE GAMES COST £9.99 
ZX81 

Super Nrne-9 IK games E 9.99 

Ga lactic Trooper j f6Kj E 4 .99 

1 6K OR 4BK SPECTRUM 

Colour Clash 
Galactic Trooper 
3D Monster Maze 
Spectra Smash f plus Breakout J 



POWER BLASTER for ihe unexpended Vic 20 



l -.tekhlA 29 tnmes LTSnO' IMIBa 




SPECTRA SMASH for the f6K Spectrum 



in i tin Dur t duhnc 

For further details of aft our games and a Jist of stockists 

com pi ete the coupon and send it to : 

Romik Software, 272 Argyll Avenue, Slough SL1 4HE 




Please send me further details of your games 
and a list of stockists. 



n 



Name. 



Address. 



| If under 2 If. 



own 



computet 
CVJ/B3 
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No More Lucky Dip; 



i 




Have you ever eagerly loaded a new 
program onlv to discover that you've wasted 
your hard earned cash? We know how you feel 
-weVe suffered too, 

Our company, Mr. Micro Ltd, has 
grown out of a passion for home computing, 
an obsession that went far beyond a hobby* 

We are determined to ensure that all 
programs and accessories which bear the 
Mr Micro name are proven, tried, tested and 
debugged and represent excellent value tor 
money. After all we were in from the beginning 
and we have built ourselves a hard earned 
reputation in the world of home computing. 




■ 



Our packaging has undergone a 
complete re-design so that before you buy 
anything you know exactly what the package 
contains, how it works and what the screen 
dispbv will look like. 

No lucky dip -we've got nothing to 

hide. All our programs are well i 

written, exciting and exhilarating, 
designed to stretch your 
capabilities to the full and 
extraci every ounce of TLM 
performanc e from your |TB^* 

M MICRO LL 

69 Partington Lane, Swimon, Manchester M27 SAL, 
England. Telephone: 061-728 2282 



Stretch Your 
Mind & Micro 

With 
Mr. Micro 

Games 
& Accessories 

Mrnehotu 1 aland Vk 20 16 K 

Your n*^" idventure heftm* after 
escaping from prison in * hot au haWooo- 
try to land it on Myrtenuus Wand, ihcn the 
fun really hegma, • Booby Trapped Fiekb • 
Killer Bm • Huarde Natives • Hidden Que* 

• I tiekls • Capture the Nautilu* • Full 
Graph*. Dispiiv * Several Gam** lad to 

E soling rJimai • Separate PraCttoe Program 

• Includes Blank [hiaTipc to wore ihcgamc 
ID play latter. * » 

Thutfafoe require* a high level of ikill 
jjiJ Lghrning ic Ilexes. All nueceasful 
adventures can Lkim a unique penonabwi 
iwurd bv sending Mr. Micro their final 
rn.iMiiim ai the erul nt ilie g^rne Hir uk with 
Commodore Vk 20, tffc eapaudon. by 
pysikk or Inboard). 

fcawdarfi VkM t»» 

Thus accessory enahir* pn uraim which 
would nortnallv only work with ^k extension 
ru work with Uk or 16k expansion RAMD AM 
vivo, having in huv a Jk pack ii you already 
own mn ft or 16k With RAMDAM and a 
CooiEWidore 16k «r*n4»n aU known tape 
game, will run on your Vk 20. * Includes 
Mtavin fi-M FY -iiT^m ■ Pitt I s l w^J"r 
MJCHOVADERS for U*C with Jojucfcfc*, 
Hanehy Spectrum 4Kk U.ft 

G ujiJc ( J' ij'.urr -ji ' "V" ihe rampart* in 
rescue F*meralda Leap (lame*, dodge arrow* 
and rata die belli, ♦ Aiwaaugiw load graphic* 

• Fast Arcade Action * You'U be uifftrtsed it 
what vtwir rrun-«i is capahk ui • Verv 
demanding 

Drag™ Tamer Drawm 32 C* w 

Alkiwi Aran type and other digital 
joyiticka W be used vmh ihe Drag**!- giving 
better rwpuruke and more Liintrol Fnr die tint 
time your Dnnp*> will bcihfc to reflect your 
true alalia. • Achieve higher g*rne» mora * 
Lew Frustration. 

Iliu To ensure maximum nlue. 
Dragon Tamer include* rwo anginal games lor 
iim- *i»r. .hiM.i ■ ■• n- 1 

Gotdnaa Vk20J?k C6-M 

ThJ*p^jtuc*dv* flture pmgram wat the 
tij-^r in ihf wurid tootfe* rcii tjaU l"r the 
tocoessful advmiurer. An idea which ha* been 
much copied bw never ccjwJWl. • Fun * 
Edwcaudnal • ( halfcngum • < Jue» • PUoka 

• Sttfche a • Fan Reaction Gartur 

Should you experience am difficulty in 
obtaining Mr Mkro nrnducu from your local 
deakr. they afe ivailabk piJit free dirw,t from 
Mr. Micro. 

Send vi>ur rerrumi^c m 
Mr. Micro Lid- 69 Partington Lane, Swmum, 
M>inchester M27 3AL. 

Cheuus sbouid be mude pavahlc 10 
Mr. Micro Lid- PVcaie allow 2i day* for 
ddrwry- 
Nrjteladeakn 

Vi.n lI.J Ntic-h: KrtaUy by Mocking 

the Mr. Mkti r*nge 4f *ifiw*re and 
■ccttocira. For farther detail* telephone 
Jan Gregory al Mr Micro without delay. 



TRADE DlSTRIBimOK BY 

PCS. 

\ . iui fe, SartahflW Ptook lad. Fji , 
Hfun.li Htmi. Ut*« Dmrwra, IjU* BB> Ot'R 
Td:B2$4«fi:il 



COMPUTER & VIDEO GAMES 138 



supermarket ... 



ATARI 400 800 OWNERS 



Over 200 games available for you 
to hire. Offering a wide range of 
cassettes, cartridges and discs 
Many satisfied members already 
hire their games from us, the BIG- 
GEST and BEST Atari Library in the 
country. All original games with ori- 
ginal documentation — no copies. 

MIDLAND GAMES LIBRARY, 48 

Read way, Bishops Cleeve, Chel- 
tenham, GLQS Tel: 0242 674960 
between 6 and 9pm. Send s.a.e. for 
details. 



WARE SOFTWARE SOFTWARE SOFi 



T 199/4 A 

FOUR GAMES ON ONE TAPE! 

Games Tape 1 E3.5C 
Wombat Washers, Cnch.eE, Mines o4 Plulo Ai In H 
Basic. Leapfrog m extended Basic. 

GftnM*T#p*2 £1,50 

Hil maker. Moonlander, Monkey Man, SpaCftCtlUt. AM 



BoHh tapes ior only C&.Sfl. 

□ATA^OFT. 22 St. Altunt TO*W. 

Crungford. London E4 HR6. 



SOFTWARE 

TRS BO & VIDEO GENIE: 

Dodgems (16K) E9 75 

Frogger ( 1 6K) £9 75 

Kong(l6K) £9-75 

Muncher{l6K) £9,75 

SINCLAIR SPECTRUM 

Bermuda Triangle (3'D Adventure — 48K) 

£5-50 

COLOUR GENIE 

Frpgger(l6K) £9-75 

(Ail price* include VAT ft PftP) 
Always in.1eresF.Bd in- programs fur any of the above 
macrnne* 
\2f)*-c ftoyarlies given) 

KRICON LTD. 

1 1 Medwiy, HaHanam, Eail Suisan 6N27 SHE 
(0323) 846110. 



VIC 20. COMMODORE 64, ZXS1. 
SPECTRUM 

Full range quality software from games to 
business 
Hardware also available 
Access, Bardaycard available 

UPS It E269 (Iftt. VAT) 
Enfield Communications Ltd. 
135 High Street. Ponders End, Enlield, 
Midd* EN3 4EB 01805 7434 



Wizard Softu/aro 

NEW RELEASES FOR DRAGON 

ALIENS + OM 
A mirhrw coded ArtAte &aAt<? m hflh rflsrtubwi 

^■pfra Fflaturw «8 ■*v*»'4. rr^Khe* pl^p. * tj6*gr>d«f* pnr 
4 Sh**da + bonu* Bh**tf» Confcngou* display Df 3Com 
during jiiw. 

CWAOOH STAWTREK ttM 

A iHl IJffW ^BJtyi >HM1ng | W x 14 galaxy, ihwld ourrtreJl. 
phglor) torpe4om. VMMV* rnpcrts signals waived, miatibc 
UA/rh '«f.jrir<*r r/xilrrJ n-nrn dmc siar b&sMI Mil ii_:i_hiiTj 
WaA Iwtoi pinnate Mid p4anot ImkMH, pulsar >«.nvu. siars 
MMtwJa. irutoon, ahufltm antf shutHo dcduftg and autonuliCiNy 
Mnv surging md attaourvg Khngong Four tewela crt difficulty 
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ffdats to WIZARD SOFTWARE, P.O. BOX 23. 
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ATARI 400 800 GAME 

LUNAR COMBAT 

Hhgh-res gra, and sound and full joys-tick con- 
trol. An exciting fast action shootout game lo* 
two players on cassette needing at least 32K 
Only £10.00 inc. P+P. P.'O's and cheques to: 
J.E. Simmons. 

3 St Raphael Court, 26 Highfleld Road, 
Ipswkh, Suffolk I Pi 6 DA, 
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TRACK DOWN THE 
NASTY SIZZLING 
ALIEN ENEMIES 



JETPAC 



8uilding your rocket and fuelling it is the 
idee of the latest game from Ultimate. 

The tape loaded successfully first time 
and' while the game was loading an im- 
pressive title screen was displayed. 

The game starts with a rocket ship in 
three parts. This has to be assembled by 
picking up each of the pieces in order and 
dropping them onto the base segment 
which is already in position at the bottom 
of the screen. 

Once the rocket assembly is complete, 
you will need to get six fuel pods on board 
by picking them up as they appear random- 
ly on the screen and dropping them into the 
craft. 

When fuelled, you can board the ship 
yourself and blast off to the next planet 
where a similar task faces you. 

If all this sounds too easy, then you 
probably haven't heard about the 
thousands of aliens who inhabit each 
planet and are, "in desperate need of 
blowing up", You ere equipped with a laser 
weapon with which to do this and also a 
I et- powered transport system strapped to 
your back, hence the title. If you are hit by 
an alien then you lose one of your four 
lives. On the first screen the aliens are not 
too difficult to avoid but on subsequent 
planets they become more intelligent and 
are able to track you with ever increasing 
accuracy. 

Jetpac is very playable, addictive and 
original arcade type game. The graphics 



are superb but the sound effects bore a 
striking similarity to a pan ol frying eggs 
and bacon. By the time I reached the fourth 
planet I was starving f 

The choice of movement keys is well 
thought out. although the program also 
accepts a joystick from Kemps ton 

Jetpac runs on any ZX Spectrum and is 
for one or two players It costs £5 from 
Leicestershire-based Ultimate and comes 
complete with a five year unconditional 
guarantee which can't be bad. 

• Getting Started 9 

• Value 9 

• Payability 9 

BUGS HINDER THE 
GREAT COSMIC 
ESCAPE 



ESCAPE FROM ORION 



Escape from Orion is the first Donkey Kong 
style game to come under the scrutiny of 
our SBC reviewers. 

As the first software house to attempt 
such a complicated arcade to home con 
version Hopesoft are to be congratulated 
for their pluck. 

That is where the congratulations have 
to end. The game fails on a number of 
counts. 

Although it gives you four screens of 
graduated toughness they are not inter- 
active. Whenyou have completedscreen one 
you do not automatically go on to screen 
number two, but must go back to the menu 
and select the next stage. Effectively it s 
like playing four separate games. 

The next gripe is either as a result of a 
bug or bad design. You cannot go up the 
ladders that connect the various levels but , 
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can only descend to the bottom of the 
screen. 

This is most frustrating as when you get 
lo the bottom of certain screens you are 
trapped through no lack of skill on your 
part. 

This problem is eliminated to some ex- 
lent on the third screen which has two lifts 
connecting the floors. 

Graphics-wise Escape from Orion is 
adequate though not impressive. Your little 
man arrives in his space craft and must 
then run down the ladders collecting the 
spanners which are dotted around the four 
levels of play. 

Every so often a green cat like alien 
appears at the side Df the screen and flings 
an object at you. These are easy to dodge 
and they don t track you down the ladders 
as do the barrels in the arcade game. 

To dodge objects press the space bar 
to make your little man hop over the 
obstacles 

You also make him jump up to collect the 
various items which he will need to make 
goad his escape. 

I played the game with the keyboard but 
it would be better with a joystick. 

This could quite easily have been a good 
game if one or two things mentioned had 
been sorted out. As it stands we cannot 
recommend it 

Escape from Orion runs on the BBC 
model B and is available from Hopesoft of 
Berkshire at £6.75. 

• Getting Started B 

• Value 3 

• Payability 4 



HELP FILL THE 
ENTERGALACTIC 
TRADE GAP . . . 



You are Tremor a space merchant and 
you're trade route lies between the six 
moons of Meridian. 

AH but one of the moons is inhabited and 
you begin the game with 1,000 credits to 
buy fuel and stock 

The skilled trader will develop a compre- 
hensive knowledge of the values of the 
commodities in this space sector 

Petrochem is a liquified mineral with 
lubricating properties and also a raw 
material for the manufacture of Plasitron 
on Alpha. 

Munch is an organically derived food- 
stuff available in sweet and savoury 
varieties. Price fairly stable. 

Synthomunch is pretty disgusting to eat 
but highly nutritious and bought by the less 
wealthy settlers. 

Boosterspice is one of the black market 



refined form of Hi-Lvfe but with unpredict- 
able side effects. 

Gold is now of little value and used as an 
anti-corrosive plating 

Haw fuel is the radioactive ore scattered 
over the surface of Gamma. Refined and 
liquified for hopper luel, 

All these prices are randomly generated 
including your fuel so you must keep a 
check on what you buy and the price you 
pay, as you have to sell at a profit 

Trader is a game of fantastic graphics, 
colour, with some nice tunes thrown in as 
well 

The game is made up of three separate 
16K programs which are played one after 
the other. 

It is supplied with a 16-page booklet, 
which sets the scene for the game and 
provides instructions. 

Trader is now being marketed by Quick- 
silva and is available for three computers: 
ZX81 plus 16K, 48 Spectrum, and the Vic 20 
with 16K 

The games are available from Quicksilva 
stockists at £9.95 for the Spectrum and 
ZX81 versions and £14.95 for the Vic 20. 



Getting Started 

Value 

Payability 



SAVE BILL THE 
WORM FROM 
SODDEN DEATH 



MINED OUT 



Your mission (should you decide to accept 
it) is to rescue Bill the worm from his 
enclosure on Level 7 of the minefield. 

Well, I've played minefield games be- 
fore, but this one for the Dragon 32 has a 
novel approach. It is slickly presented on 
■screen, easily played with speed using the 
cursor arrows, and has surprises, bonuses 
and a few gimmicks thrown in 

Each level is slightly different, but the 
basic theme is for the player to cross from 
bottom to top of the screen, being warned 
at each position how many mines are 
adjacent to him. One false step and 
B00MI! 

The first two levels show the players 
previous paths, and so he can move along 
them with absolute safety. Things get more 
difficult as the game progresses. 

A nice feature is that at the end ol each 
level, the mines are shown, and the player 
is treated to a selectable speed action 
replay of his movements. Music and sound 
effects suitably accompany the player's 
actions. I liked itl Available from Quicksilva 
of Southampton. 

• Getting Started 10 

• Value 8 

• Plavabilritv 10 
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ATARI 400 800 OWNBIS 

Comprehensive selection ol cas&elle. disk and 
cartridge games, avaihatue for hire, at lowest 
rates available. 5.A.E. for delays 

CASTLE GAMES LIBRARY. 44 AUGUSTA 
CLOSE, ROCHDALE LANCS OL12GHT 
Tel: < 07061 59602, 



fflff SOFTWARE Off HI /// 

HURRY - HURRY HURRY 

POf\ OF FREE SOFTWARE WFTH ALL 
64K MICRO PROFESSOR MPF H i 
PURCHASED FROM US 

MPFII64K £269.00 
Full Size Keyboard £36.25 
Thermal Printer £185.75 
Joystick £14.95 
Games Cassettes £4 99 

Full range ol action, business a*d educational 
cassettes AH prices include VAT and FREE 
DELIVERY m »he UK 

Cheque and Postal Oxters only or can m to 

CITY CB CENTRE 
112 PITFIELD ST.. LONDON N1. 
Tel 01-739 9991 2 



ATARI 400/800 SOFTWARE 

Why not try us for our wide range of Atari 
computer games at some of the keenest 
prices around, 

We also operate a rental club lor those 
who do not wish to buy- 
Please write or phone ( 4pm- 1 0pm) price 
list or rental club details lo:- 
D.J.B. SOFTWARE, 
59, Woodland Ave., Hove, Sussex. 
Tel: (0273) 502143. 




Tl 99 4A (16K) 



Quality software on 
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Sflnif cheque 'PO la r* J PROGRAMS (V). 
231 Albert Raid. Jmnam 5flS 
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SOFTWARE FOR 

THE VIC AND 
COMMODORE 64 

Un expanded VIC 20. 

SKI-Sl/NDAV Guide your skiar down the 
(□rested course, through the slalom gases, 
avoiding the many hazards, but watch out 
tor the ice 

POLARIS. You are in command of a nuclear 
sub, destroy as many enemy ships and 
planes with your missiles in SO SSCOfXte, 
score 400 points and receive an extra 30 
seconds on patrol. 

Both these games are in multi-colour, with 
many sound effects and tunes. £5.50. 
JACKPOT. Own your own fruit, machine, 
jusi like the real thing, can you win the 
jackpot? You will be amazed by the 
graphics, colours, and many sound effects, 
with nine different tunes, a full machine 
code program, a very compulsive game 
E5 50 

SWAG MAN. Chase the bullion van round 
the streets of New York, picking up the 
swag, but beware you rnysi defuse the time 
bombs, to gain extra lime and fuel, full 
colour and sound effects, a very original 
game. For 3K expansion only. £5.50. 
DATABASE. Create your own files and re- 
cords on tape f 7.50 

BANK MANAGER. Computerise your bank 
account £5.00 

SUPER BANK MANAGER. A full feature ver- 
sion, needs 3K expansion, but will run on 
any memory size £7.50 
M C SOFT. Machine code monitor and dis- 
assembler, any memurv Hi/t' I / bO 
CHARACTER EDITOR With our own win 
dow facility £4.50 

COMMODORE 64 
LUNAR RESCUE. Our version of that popu 
far arcade game, in machine code £7.50 
M-C SOFT 64. Machine code monitor and 
disassembler £7.50 

Other software available for the VIC and 
Commodore 64, send for free brochure. 
DEALER ENQUIRIES WELCOME 
CHEQUES-' P.O. '3 TO: 
MR CHIP SOFTWARE. Dept CVG. 
1 Neville Place. Llandudno. Gwyiicdd 
LL30 3BL 

WANTED Good qualMv software, top rovaf- 



ZX81 BBC 
SPECTRUM 



VIC 20 
DRAGON 



Top games for the lop micros, backed by 
our personal service, Send two 2nd class 
stamps for list and introductory offers 

MicroWay. {Dept VG). 
35 Grosvenor Avenue, A laager. 
Stoke-on-Trent ST7 2BZ. 



ATARI 400/800 SOFTWARE 

Why spend a fortune o-\ software when you 
can hire all Ihe very latest released games etc 
at a most competitive rale? We have an all- 
round selection of disks, cassettes and car- 
tridges awaiting your Atari 400 'SDO. Apply now 
and hire your first 2 games free. For full details 
send stamped addressed envelope or ohone 
evenings 7pm- 10pm or weekends (07831 
2B6351, 

Games & Software Club, 35 Tilbury Road, 
Thorney Close, Sunderland 5H3. 4PB. 



COLOUR GENIE 

Creepy Crawly — satisfy your crawlies appe- 
tite. 3 screens, extra men, very addictive. 
Aiomic — can you save your cities from 
nuetear destruction, hi-res graphics game. 
Both games with full colour and sound on one 
tape 1or £5.50. 

Send irj: 

TIMESOFT, 25 Cumberland Ave, Benfleel. 
Essex SS7 5NU, 



E SOFTWARE SOFTWARE SOFTWA! 




A BLADE HUNTER 
FINDS IT HARD TO 
KEEP RUNNING 



BLADES OF 


Bl 


LACI 


(POO 


IE 



Blade of Blackpool is one of those adven 
ture games. 

You know the sort I mean. After travell- 
ing a couple of moves North, South, East, 
or West you come up against something 
that you just can't shift, get past, kill, cajole 
or bribe. 

In the Blade these objects come in the 
shape of an ugly man-eating plant, a boat 
which cannot be rowed, sailed, or paddled, 
a landslide which you cannot climb,, tunnel 
under, or walk around, and a patch of 
quicksand which is determined net to let 
you cross. 

That's as far as I got. Heaven knows 
what lies beyond. 

So why can't you sail the boat? I'm sorry 
I can't answer that. 

All right then, so why can't I climb the 
landslide. I'm sorry, I can't answer that 

That's about as much advice as this 
reviewer can offer on penetrating Black- 
pool so I may as well tell you about the 
plot and the graphics. Anyway, even if I 
knew secrets, I wouldn't tell you. 

Plot is strong. You are searching for the 
magical sword of Myraglym. Rumour and 
legend talk of a secret chamber near 
Blackpool in which the sword is said to 
lie Discovering the blade is only half the 
battle. It must now be returned safely to its 
rightful place on the alter from whence it 
was stolen, 



The lost blade is the source of great evil 
in the world as men have taken up aims 
against their fellow men in the quest for the 
blade, their rightful vocations in the world 
neglected, with the serpents and man 
eating plants allowed to extend their evil 
over the kingdom 

Fine, but who am I? I'm sorry, I car l 
answer that, 

Graphics are reasonably good- The 
game uses the window picture system at 
the top of the screen wtth the text flashing 
up beneath 

Tolkien- esq ue, with large expanses of 
land, shrub-like irees and sparse vegeta- 
tion — the illustrations enable you to easily 
lose yourself in the mythical land of 
Blackpoole. 

I liked this game, even if my novice's 
lack of adventures know-how stopped me 
getting very far into it The important thing 
is that the game captured my imagination 
sufficiently to keep me coming back for 
more. 

Blade of Blackpoole runs on Atari 800 
with 48K. It is available on disc from 
Calisto of Birmingham, at £28 95 

• Getting started 8 

• Value 6 

• Payability % 

CONTROLS HINDER 
THE WOULD-BE 
MISSILE KILLER 



CITY DEFENCE 



Another variation on the Missile Command 
theme for the Dragon, but different enough 
to be interesting. The player has a central 
base from which he aims his defences 
against beams gradually creeping down 
the screen at angles, each aiming for one 
of six cities also at the bottom of the 
screen. 

By moving his joystick, the player moves 
his sight, which he must accurately place 
on the end of a moving beam and press the 
utton to destroy it. 

Beams hitting a city will destroy it with a 
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suitable noisa, beams being put out of 
action reward the player with triumphant 
music and points. 

There are four levels of difficulty which 
varied the speed at which the beams 
descended. I found that only the easiest 
level gave the player much chance. 

This was because the defence sight 
consisted ol a flashing square which 
seemed to be invisible more often than 
seen. The joystick required only very slight 
movement to control the defence sights, 
and overshoot was far too easy when the 
sight was invisible. This made playing very 
much a matter of guesswork. 

An interesting game, bul ?hr> weakness 
in control spoiled it, The game is available 
from Shard Software of Brentwood, Essex 
at £5.95 

• Getting started 10 

• Value 5 

• Payability & 

ONE FOR THE 
YOUNGER MICRO 
GAMESTERS . . . 



FUN AND GAMES 



A compendium of ten simple games for the 
Dragon 32 including noughts and crosses, 
and, would you believe — computer con- 
trolled musical chairs! 

My first reaction to this tape was that 
the games were rubbish — Noughts and 
Crosses was a piece of cake to beat, 
Anagram too complicated to control with a 
time limit, and Snap was basically a se- 
quence of numbers which required the space 
bar to be pressed if two of the same 
number appeared consecutively. The 
matches were so few that I nearly fell 
asleep. 

However, the rest of the tape had Pin the 
Tail on the Donkey, which required a blind- 
folded player to operate the joystick, 
guided by the pitch of a sound Musical 
Chairs controlled the cassette player, into 
which a music tape had to "be inserted, 

Eventually, I came to the conclusion that 
here was an excellent collection of party 
games for younger children aged 5 to 9 

As some of the games seemed fairly 
simple, not requiring the full memory avail- 
able in the Dragon, I felt it was a pity that a 
number ol games were not merged into 
fewer separate programs, to be called up 
from a menu entry. This would have 
avoided frustration whilst the favourite 
game was found on the tape, or while each 
was separately loaded. From Shard Soft- 
ware of Brentwood, Essex, at £6.75. 

• Getting started 10 

• Value 6 

• Payability 8 



ALIENS WILL GET 
YOU IN THE END 
SPACE SKIPPER! 



PARSEC 



If you enjoyed Scramble then you'll love 
Parsec from Texas Inslruments for the 71 
99/4a computer. It's an all action scrolling 
game on a solid state cartridge with 16 skill 
levels which should satisfy even the most 
demanding Scramble ace. And it talks to 
you! 

You control the Parsec patrol ship and 
are confronted by a series of nasty aliens 
— all of which want to do you harm in the 
worse possible way. 

You blast away at the aliens as they 
swoop past and some of them have the 
audacity to actually shoot back at you! 

There are six types of aliens, ranging 
horn the relatively harmless Swoopers to 
the really hateful Bynites, with a few 
Saucers thrown in along the way for 
good measure, 

Once you have wiped out all waves of 
the alien ships — no easy task this — then 
you must face the dangers of an asteroid 
belt Ydu must blast a path through with 
your overworked laser cannon. Oh yes, a 
nice touch is the overload factor on your 
laser weapon. Should you think you can 
fire away with gay abandon then you've 
got a nasty shock coming The cannon 
can overheat and destroy your craft as 
certainly as any alien missile. 

Then there's that synthesised voice 
which warns you of attacking ships or 
when your fuel is running low. The warning 
often comes in handy during the more 
difficult levels of the game — especially 
when your joystick hand starts to seize-up 
on the rather uncomfortable Texas joy- 
sticks. However the game will work without 
the speech box, 

Talking about refuelling. This is done by 
guiding your ship through a refuelling tun- 
nel on the planet's surface, 

Second level play is sirrular to the first 
except that alien ships have to be hit twice 
to be destroyed. Also in level two the 
Bynite ships become invisible when hit 
once but continue to fire at you until you 
succeed in hitting them again. The voice 
box comes in useful here too — it tells you 
when a laser blast has hit the target! 

Things get faster and more furious as 
you progress through the different levels 
making Parsec a challenging space shoot 
out. The game will be available at Texas 
dealers and will cost £31.00 

• Loading 10 

• Value ? 

• Plavabiliry B 



SOFTWARE 2000 

Ag a now 8nd laal-frjtpandirvg landor -basad software- 
house ws require anginal, ending gamffs programs 
tar 1tia B&C. CQMNMjnORt R4 VIC 20. DRAGON 
SPECTRUM and QRIC. As a result rri our nwrkating 

Md '.A\dA *»\1n-\<.i' w«f will l.jir- yon- s:i*lrt/tln iuM'. 

through tJisrnbul on ,p central London J he USA and 
MitMifr East Pitf-aw sti-nd & copy ol you* fjimtfi) *rtti 
Full details of game-play <and any other worn you ore 
Curr«iY|ry produongi with your name a 'id <»dOreSJ to 
Software 2000 4B Fltzroy Street, London Wl. Tel 
01-388 1051. exl 57 



NORTHWISH 
REQUIRE URGENTLY 

Arcade type programs (or Spectrum, Vic 
20. Oric, Dragon and BBC Micro. We pay 
top royalties or buy your copyright for 
cash. National mail order and dealer 
sales ensure you gat the best reward for 
your genius, 

Write or call tnto 

NORTHWISH LTD. 

The Ground Floor, Rat 1 1 Buildings, 
Stanley Street. Manchester M3 SFD 
or Tel: 061 B32 7049 



ATARI PROGRAMMERS 

We will pay handsome royalties lor first 
class original M C programs for the 
ATARI microcomputers. Send examples 
on cassette to: 

ANDROMEDA SOFTWARE, 

7 Frobisher Court. Hereford HR4 ONY 



scfbtoix 
sBv Lvtu>q ftp 
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Arjtercstod ?J1jcn pUiu ring: -j 
ami <kaj Lvtavti f and t> 



Capm Ahab 

* software 

The Cap'rc is looking lor m c programs lor ir*e 
SPECTRUM If you want 1o lake advantage r J 
our professional marking £ advertising skills, 
send your program on cassette io 

CAPN AHAB SOFTWARE, 
35 EMBER COURT WHITE ACRE, 
COL I ND ALE. LONDON NW9. 

— We acknowledge all cassettes received — 
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VIC 20 SOFTWARE LIBRARY 

Penh & Poke Summer Special: 

Free life membership when you purchase 
goods valued al £10 or over Over 70 lilies 
available. 

for full details write or phone 
Peek & Poke Software Supplies, 1 10 Drum- 
mond St., London NW1 . Tel 01-380 1213 DI- 
SS 1 2861 
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DON'T BUY ANOTHER CARTRIDGE! 

Hire all lira talesl Alan VCS and Inleltivision 
games al low weekly rates Send an SAE fo' 
deiails of out e«lcnsive games liorary or call at 
the shop. Fasl Inendly service 



VIDEO GAMES CENTRE 

3&2 Lanqzvti Road, Sheffield $6 2UG 

Tel: 336333 



TI-99/4A SOFTWARE 
All-graphics Games Irom 
DARKLAW DESIGNS 

Tl- Basic — Baby Cruncher - Spat* M»ehln« 

Bai^ cruncher - crunch tiatiiea and evade bonetvorm 
Has hyperspaca + Hi-sflW* * Hlcr&asmy diHicwtly 
Space Macfiirtes — 1asl — action apace Bhoot-oul with 

3 skill levels 

Extended 6a tic - Turret Gunner * Mayhem! 

2 last action arcade variants. 

Turret Gurme* — 3D sty'e space attacks — FULL 
SPRITE GRAPHICS 

Mayhem — avoid ihe natKjts in the w« — *fltch qui, 

1he wails are stecL'-tod 1 

Each cassetlc E3.95 - 50p uSp 

4 games on 1 cassette tot t'H rjo pc&1 1ree 
Send cheque, P O s. cash 10: 

DArklaw Oesaijni, 51 Green Lane, Casde Hiom- 
wicrv Birmingham, B36 OAY. 



TEXAS T199/4A SOFTWME 



GM4 SNAKE (graphics) 

GMS HAUNTED H0US€ 

GM6 SORCERER'S CASTLE 

GM7 3-D MA7F (graphics) 

GM17 FORBIDDEN CITY 

GM18 PHARAOH S CURSE 

GM21 CHALICE (graphics^ 

W12 BOMBER (graphics} 
THE TEXAS PROGRAM BOOK 



E4 95 
£A 95 
95 
£3 95 
£4 95 
C-i $5 
£4 95 
£4 95 
E5.95 



Please add 50p ofio to orders unoer tS Over £& post 
tree. Send cheque or P.O. or telephone with Access 
Barclaycard tor immediate despaich Send Sit l(X 

APEX SOFTWARE (CVT] 

TIB, Crescent Drive South, Brighton BN2 6S8 
Tel Brighton \D273\ 36H94 



GRIFFIN GAMES COMMODORE 64 

Games Cassette HAT MAZE, £6, includ- 
ing post and packing. Real-time action: 
escape from the Kilter Rats. Assembler 
£5, Sprite Editor £5. 
KADUNA HOUSE, 32 BEECH AVE. 
WORCESTER. 
TEL: 0905 51936 



BUG HUNT 



For BBC Model B & Dragon 32 

—Protect your garden Irom the deadly 

Dugs using your spray gun 
— M c coded for fasl arcade action. 
—Increasing level of difficulty 
—On screen scoring , 
— 10 High scores with name facility. 
— Great use of sound & graphics. 

ONLY £6.45 including p&p. 

MRS SOFTWARE 
28 Drum glass Ave., Bangor BT20 3HA 



ATARI 400/800 OWNERS 
WHY BE BORED? 

Cassettes and cartridges at low ren- 
tal fees. Send S.A.E. for details: 
Scorpio Games Hire, 66 Morning* 
ton Road, London E4 7DT, 



INTRODUCING THE 
BUG HUNTER 

There are times when computer 
magazines lose sight of their main J 
objectives. 

Here at C&VG we have been 
guilty, more than once, of making 
things difficult for our readers. 
Texas owners who struggled with 
Pompeii and Ski-ing will testify to 
the problems they faced in reading 
the listings on a far from suitable 
background. 

Were full of good intentions but 
occasionally we get caught out and 
then the letters from you ever-alert 
readers flood in to tell us. 

What you needed, we decided 
was a reader on the inside. Some- 
one who could watch over us and 
make sure that we didn't transgress. 

As of next month Robert Schif- 
reen takes up that post. Robert has 
been a reader since day one and is 
not going to be slow to take us to 
task when things go wrong. 

Robert has sifted through our July 
programs with a magnifying glass, 
double-checking our reviewers 1 
comments, and has pronounced 
them free from bugs — Snag Junior 
was caught sneaking in one and 
quickly chased outl 

But, from experience we know 
that the Bugs will be doing their 
utmost to get back in and to this end 
we are giving Robert a regular 
page. 

Our August issue starts the Bug 
Hunter column. Robert will be in 
residence each month, giving tips 
on the games, telling you where we 
fouled up. 

Help is only a letter away if you 
are having difficulties with a prog- 
ram. And should you have a strong 
idea for some machine advice you 
would like us to print, then write to 
Robert and he'll do his best to find 
out himself or commission an article 
from an expert. 

Now you readers have got a man 
on the inside, you should really be 
able to keep us on our toes. Make 
good use of Bug Hunter and read 
his first column next issue. 
i =1 Laser disc technolo- 

gy has found its way 

Jj t * into the arcades with 

mmm Kr BeI * 

If you are not 
familiar with the ideas behind laser 
disc games, it involves using real 
film on a laser disc and a computer 
which switches to the part of the 



HiXT 



film which corresponds with the 
player's actions. 

So if he has just shot an alien 
fighter craft, the piece of film show- 
ing the craft exploding is flashed 
onto the screen. 

The arcade industry is predicting 
that laser disc games are likely to 
pave the way into the future. But 
costs have still got to be brought 
down and teething problems sorted 
out . 

Next month we check out Astron 
Belt in Arcade Action and find out 
what you can expect for your 40p. 
i " I As grand prizes go 

*r JfT we've got one which 
is five times grander 
than most, 

We are running a 
summer program- 
ming competition with £5,000 up for 
the first prize. 

Birmingham s Calisto Software 
are behind the competition as they 
are trying to search out some home- 
spun programming talent and 
everyone who enters could be a 
winner, ending up with a software 
contract for their game. 

We launch the game in the Au- 
gust issue and you will have three 
months to come up with your win- 
ner and send it in. 

The fust prize will be presented 
at the November Brainwave con- 
sumer electronics exhibition. The 
competition is free to enter and 
open to anyone. 

All the details plus that all -impor- 
tant entry form can be found in next 
month's C&VG so. if you think 
you've got a winning game in you, 
make sure you get hold of an early 
copy. 

1 ' 1 This august journal 

^|#T has some high 
hopes for its August 
issue and to that end 
we have managed to 
fill it with sparkling 
gems on the prcrgrarrimmg front. 

Pat Norris is back for Spectrum 
owners with an interstellar warfare 
game called Space War for the 
tacticauy-rninded among you. 

One of the most original arcade- 
type games we've ever seen has 
come in on the Vic-20. Brick-up 
involves the player in surrounding 
and bricking in a particularly 
deadly variety of alien. It's fast and 
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difficult and very addictive. 

Sharp owners will be able to re- 
new their acquaintance with Fred the 
Repairman. This time Fred is faced 
with faster sparks in the microchip 
he is repairing. . . but he is armed 
and ready for action. 

There's a marvellous game called 
Ladder Maze and Galactic Landers 
and a breath of country air with Fox 
arid Hound. Will you be able to 
outwit Farmer Brown's faithful 
hound? 

Then there's Bug Battle, an insect 
invasion for Atom owners But don t 
rely on the fly spray — these bugs 
are really mean! 

All-in- aH we're hoping to get the 
summer holidays off to a warm start, 
so dust off the computer and get 
ready for action. 




We were only entering into the 
spirit of the thing after all. 

But no matter , Oric owners 
weren't impressed. It was T. Hitch's 
idea anyway to add a few little 
snake -like creatures to the Oric list- 
ing last month but we upset a few 
people. 

The little snakes on the listing 
should not be there at all. In line 30 
turn the snake squiggle into a 
closed quotes and ignore those at 
the top of the listing. 

Yours Mai. 



COMPUTER GAMES TOP TEN 



Sinclair Spe ctrum 



1 Flight Simulation (Psion) 

2 Hobnit (Melbourne House) 

3 Penetrans (We.tieutne House) 

4 Transylvania Tow* (OkShpt 

5 3D Tan* Tronics) 

6 Horace Goes SKiiog (Psion) 

7 sentinel lAnacus* 
S Galaxians (Artie} 

9 30 Eseane (tiew Generation! 




Atari 400/800 



1 Defender (Atari} 

2 PacMan (Atari) 

3 Galaxians (Atari) 

4 Zaxxon 

5 Qix (Atari) 

6 Miner 2049'er 

7 Centipede (Atari) 
ft Astro Chase 

9 Prepple 

10 Floyd of the Jungle 



supermarket 



BBC Micro 32K 

Escape from Orion 

A ampere new machine code arcade game 
Your space ship has landed on a planet where 
you have 10 collect supplies Move left, right, 
up. down and |ump (like Donkey Kong) 4 
different screens, wuh a large vanety of 
hazards. Keyboard or fOy&iick conirol Lots of 
options Full colour Mode 2 graphics 
Only £6.75 

Xanadu Adventure 

The best BBC Adventure 1 0* 2 players. Over 
100 locations. Very difficult. £7 75. 

HOPESOFT 

Nope Cottage. Winterboume. 
Newbury, Berks RG16 &BB 



Vic 20 



1 Panic (Bug Byte J 

2 Alien Blitz (Audiogenic) 

3 Asteroids (Bug Byte^ 

4 Arcadia (Imagine) 

5 Cosmiads (Bug Byle) 

6 Wacky Wallers (Imagine) 

7 Blitz (Commodore) 

8 Alien Blitz (Audiogenic) 
g Scramble (Rabbit) 

10 Chop I liter (Audiogenic) 



1 F'jghr Simulation (Psion) 

2 Qs Scramble (Quieten va) 

3 Monster Mare (New Gn) 
* BetarJew (Arffcj 

5 Space Raiders (Psion) 

6 Chess (Psron) 

1 Wghrgun/ier (Digital im) 
fl Avenger (Abacus) 
9 Asterords (Silvers^) 



10 Mazogs (Bug Byt E j 



VIDEO COMMAND JOYSTICKS 
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ATARI 4flfl ft Rnn rflmnutpp nwiipps 

1 1 nil i iuii a uuu iiuiii|iuiui urniui q 

A1 last real time lull Dolour graphic advaMu*** 1M1 » 
rvot diS* Onfv 

THE SEARCH — ovar 10C screer** to wander through, 
doing batNe and making irienda m ihe qus*1 to lind your 
goal. Full save g,3-n<? faciUbBS 

COMPUTER COMMAND - All action mufh-acrean 
Adventure Pilot your Rubo-drcuds in a la-si dnch barlto 
Id save vou'self and your plan*! 
£14.95 each inc VAT and pAp. PiEase state cassette 
116K.I or disk I32KI Sand cheque or P O fUVfabfe to 
C. S Software 

C. S. Softwara, 61 Redhouse Lena. Bredbwry. 
Stockport. T*»- 06 1-494 91 S3. 

DEALLtt ENQlHWFS M I COME 



ATARI 400/800 OWNERS 

Cassette to Disc Utility. Pui as many as 10 of 
your single toad machine code tapes onio one 
disc Works with mosl lapes Requires 32K 
Minimum) * OiSC £3 95 
Copy Utility An advanced copier thai copies 
virtually all bas>c or machine code, single- load 
or double-load tapes wilh enher long or short 
interrecord gaps written in machine language 
Supplied on Auioboot cassette £9 95 
Cheques P.O. lo W. ENTERPRISES. 49 
Shrewley Crescent. Ttle Cross. Birmingham 
B33 OHU- 



Starting m the Augusl issue ol CAVfj we open 
up our advertistng pages to even ihe smallest 




— a eul above the average Classified section: 
we banish the boredom wuh an eye-catching 
layoul designed to give each ad <mpacl and 
individuality Yen can reach Ihe clamouring 
thousands for as little as 25p a word m this new 
leaiure — swap your add-ons, proffer your 
peripherals, ttog your machines, tapes, gran- 
nies and parrots through a magazine reaching 
a huge audience ul people with identical wants 
anc interests' Siniply fill out the coupon on 
page t53 and return it to us by i&o 83 to caich 
(he August issue! 
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Available now Injm ; 

Gemini Electronics, 
Manchesiwr 
iSpeedy Mail Order 'i 
Caltsto. Birmingham. 
Norman Audio, Preston, 
Silica Shop, Kent. 
Micro C 

Gamer. Brighton, 
Microwl, Liverpool 
Microchips, Winchester 
Silicon Chip, Slough. 
Hi Fi Weston, Bristol. 
RE w. London. 
Silicon Centre, Edinburgh. 
Godfreys, Basildon. 
Games Centre. London. 
Galaxy Video, Maidslorw 
Spectrum Shops, 
Vision Store, Surrey. 
C.W- Computer Service*, 
Douglas. Isle Of Man 
G,p, Video, Wrajfharn. 
Wooions, Crewe, 
Channel One, Essex. 
Model Shop. Stroud. 
Mr Micro. Manchester 



Contact us now! 





TRADE 

DISTRIBUTION: 

CALISTO 
CENTRE SOFT 
SOFTSEL CP. 



A 

ATARI 



i c o » e 
high ^. , 



o o l_ = B 
If* E 



^IRSTRIKE >° r lhe MAR| 400 

• IS r H ULIIVL i Mj IH| *fVl AH CADI CAM L * UN AlAHl LOM*L.*FI ftR 1 




VOfAGER 





32* CASSETTE! 
□IS* 

Protect Earth s Military 
Equipment Irom ih* 
XENONS Uwjouirstoutl 

with the ORONF. and 
'e-energiic' 
lOIJ" •. Machine Code 



£14.95 



FOR THE 

COMMODORE 64 




CASSETTE 

Design and save baa ulllul 
multicoloured sprite*, and 



18K CASSETTE/ DISK 

Superb Multipta Screen 
Luxury Simulation -chooea 
your Landing site, avoid 
haiafdsjand re-fuel! 
Descend. rraw««e and 
teak all the landing pads - 

prQgre.&£4 > re MM leeete 
a6oup.dMOO% £44 AP 
Machine Code fclH.TJ 



1«K CASSETTE/ DISK 

Graphic Animated Adventure 
— ifrek wands, swords, 
penleeles and cups— avoKJ 
fl-earhnays and Deimos 
and Phobo*' You must 
surviwa and es-cap* the 

£14.95 




1 0K C ASSETTE/ DISK 

Real TWn« Graphic 
Adventure — survive through 
different levels of play to capture 
1 he enchanted ring Coiled 
weapons, armour and supplies— 
banish the Time Lord lorever. Lions 
and crosses wilt help yOu — folio* 
the clues! Full save game features 
on both cassette 
.„„:,,, £14-95 



CASSETTE 

Our new character 
generator lets you re-deline 

and shape your own cherac ter use them in your own 

sets. Full editing progra tnmes * Full editing 

facilities and pJL Qt lac III I lea and OJL qe 

documental ion. *lf«TJ documental ion. HiTJ 



Available now from your local Atari and Commodore 
64 dealer or direct by post. We are leading the way in 
realistically priced software I Or ATARI and 
Commodore 64 computers and urgenlly 'equine 
programmers now. We will market your programs in 
Europe and the U.S. A ConlaO us today' 



CASSETTE Feature* indud* 
Names cassette -sawed programs 
Searches and load* named program 
Display* contents of cassette on screen 
Verity facility. Lists variables 
Automatic lint numbering. 
Renumbers any basic program quickly 
Creates binary n lea on tape. Plus many, 
many mg»* lentu>4i. _ _ — 

y so ontyflkoF memory £7.95 
maximum 1 





ENGLISH SOFTWARE 



ENGLISH SOFTWARE 
company 

50 NEWTON STREET, 
PICCADILLY, 
MANCHESTER Ml 2EA. 
Tel.: 06 1 236 7259 

ATM! I5ATM Of AFAflf i'NC 
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msjoai 



ATARI 400 1' BOO P S I NC LAIR, 

CREATIVISION. VECTREX / 
COMMODORE VIC 64 
COMPUTERS. 



B£ST 



mSJBEH 



ALL ATARI, ACTlVISlON 
PARKER. SPECTflAVISK)N. 
APOLLO. I MAGIC, MATTEL! 
A COLECO CARTRIDGES 




CBSCOLECOVISION - 



-INCREDIBLE GRAPHICS ! 
EXPANDS INTO A FULL MICRO- 
COMPUTER, SUPPLIED COMPLETE 
WITH DONKEY KONG ! 



msm 



COMMODORE 
64/VIC /SINCLAIR 
SOFTWARE 



CfrLLf 



OR 



NFmr 



LOTS AND LOTS OF ATARI 
SOFTWARE E g Zaxxon, 
Nautilus, Jumbo Jet Pilot, Apple 
Panic, Centipede, Miner 2049er. SI rme .Intruder, Alien 
Swarm, Preppie, Pacman, Math pack, Chopfifter Rom, 
Soccerf, Air sir ike — plot many , many more 
titles - Call now fof our latest batch of detailed brochure* ! 
We will keep you up to date on all the new software 
rebates ! ! I - Upgrade to 32K/48K today 



ON 

ATARI 

COMPUTERS 



WE SERVICE All AIUU& 
COMMODORE COMPUTERS 
SERVICE DEPT ! 
061-236 3395 






FAST NATIONWIDE 
MAILORDER 

ON ALL 
PRODUCTS, 



oVctSfS 



IN 



STOCK 



Newton St.Off Piccadilly, Manchester Ml 2EA Tel: 061 -236 3083/7259 




NEW! 



ATARI VCS 
COMPUTER 
KEYBOARD 



CONVERTS YOUR ATARI INTO A REAL 
COMPUTER 1 CALL NOW FOR DETAILS 




ATARI 000 

TYPEWRITER 

KEYBOARD 

NOW IN STOCK AT 



59-95 



CR£ATi\/lSlON 



DON'T MISS THIS INCREDIBLE OFFER ! 

SO GAMES £9 95/mi 



CASSETTE 50 FOR YOUR MICRO 




GALACTIC ATTACK 
SPACE VkSSrON 
LUNAR LANDER 
Pi ASM a HOl T 
SIAHTftEt 
HAOAH 4. AI\|DIN<j 
ATTACKER 

GALACTIC DOGFIGHT 
7rON ATTACK 
(VAS1VE- ACTION 

oxo 

BOGGLES 
POVTOOH 
|K1 JUMP 

HANGMAN 
OLD BONES 
TM1N IC* 



MAZE CATER 
ORBlttER 
MOTORWAY 
FORCE FIELD 

Mm 

ESCAPE 
BARREL JUMP 
CANNO^flALL 6ATTLE 
OVER 1 A<E 
SUfiMQ TARGET 
5MA5H THE WINDOWS 
SPAM SHIP 
JET FLIGHT 
PHASER 
INTRUDER 
iNl^fcHN 
OHD5TS 



SUBMARINE 5 
HOCKET LAUNCH 
PLANETS 
Ell ACK KOt E 
DVNAM|T£ 
DO YOUR 5UMI 
DERBY DASH 
SPACE SEARCH 
UNIVERSE 




NOW AVAILABLE FOR 



ir -i ■ - - 1JIV 

y»T» it* 



DRAGON 



LYNX 

ORIOl 
ATARI 




popple 



: 



CAbttTTEl 



4/e 



Cash pfl/d for games — contact us now! 

CASCADE UTS GROUP 



U.T.S., 

P.O. Bo* 96, 

53 Lincoln Grove, 

Harrogate. 

N. Yorks. HG3 2 LIZ 



su«n y cAssfrrf so fqa 

I ertckAt c>i*qu€/P.O. payable io U T 5 

Mime 

MdflCH 



COMPUTER & VIDEO GAMES 143 



76e 'WiwtenA 



CAN BE USED ON MORE GAMES 
THAN ANY OTHER 




GAME CASSETTE 

L WITH EACH E , 
lS p ECTRu/M JOVSTt i 






•The ONLY joystick to 
accurately replace the keys 
on your ZX Spectrum. Replaces 
keys ,J Q,A,2,X." and keys 
' 5.67,8/' with super 
8 way arcade action , 
• Interface allows A% 
an extra joystick mWj 
to be used for 0 
dual stick games M f ' j0r 
• Achieve higher 

scores and ,*w $F 

attain expert 

skin levels b^^A^^ 

^^11 I t l^^ lf™ - 

J A^^F ZX Spectrum 




PLEASE BUSH ME THE ITEMS TICKED BELOW 



HARDWARE 




. TE 1 22 SPECTRUM JOYSTICK 


£24.95 


1 TE 123 EXTRA ADD OM JOYSTICK 


£7.95 


Software 


E10 AS 


□ TE 200 CASSETTE FORTH 


GAMES SOFTWARE 


£4 95 


Z TE201 SPECMAN tflK 


_ TE 202 BLITZ 16K 


£4 95 


□ TE 203 BREAKOUT 1 6K 


UM 


; i TE 204 SNAKE BYTE 16K 


E4.95 


□ TE 205- BACKGAMMON 46K 


£7.95 


^ PLEASE SEKD ME DETAILS Of 2XBM. SPECTRUM ADD-QfoS 


*qo**ne *oo nop post a packing 


HOT \ PACKING 


OFFrtARF: POS-1 FREE AIL PflfCES INCLUOE VAt 


TOTAL 



CHEQ0I5/POSTALOH0ERS MADF PA v ABLE TO THUflNALL ELECTRONICS 
TO PAY Br ACCESS PLEASE GIVE YOUR CAHE) NUMBER AND S'GNAIURE 
OR TELEPHONE 061-775 4481 



I I I M L M M 



ACCESS CARD NO L 1 
SIGNATURE 

ADDRESS 



Fl«a*« Poit To: THURNALL ELECTRONICS. 95 LIVERPOOL RO. 
CADIS HE AD. MANCHESTER Ml 40 SB G TEL: 061-775 4461 



THE WIZARD'S WARRIORS: A fast moving game 
that materiel developments in your skill as a player 
by becoming increasingly more devious, By offering 
to you the full range of options you can choose how 
to control your warrior through the maze. A full 
implementation of this program enables such features 
as a continuous series of sound effects, arcade quality 
graphics, double-point storing, and-for the very 
artful -bonus lives. 

FORTH: A rull implementation. Ideal for writing fast 
moving arcade type games. Allows the full colour and 
sound facilities of the Spectrum to be used Future 
Microdrive enhancements will be made available. 

ADVENTURE ONE: Features a save game routine as 
the game can lake months to complete, 
'a remarkably good version.... we 1 1 worth the money/ 

...Sinclair Ostr. 

MAZEMAN: A fast action m/c game that reproduces 

the spirit of the original. 

\.is very accurate and fast.' ... Which Micro?... 

CHESS 1.4: Ten levels of play 
Good graphic screen display. 
'In a class of it's own.' 



Spectrum 
£4. 



95 



this m/c program. 
Your Computer.. 



S pert rum 



ZX81 £5.95 



Spectrum 
£4.95 
ZX81 £4.45 

ZX81C5.95 



INVADERS: Very fast m/c action. Includes mystery ZX81 £4.45 
ship and increasingly difficult screens. 

7 MAES AFALLEN. BOW ST., OYFED, SY24 5BA 



24hr Ansaphone 



651 
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% IfMIP South London's 

VISION STORE "ggg&r 



For all your software requirements 

; >- \ Come to Vision Store 



We stock over 1,000 programs on cassette, 
cartridge and disk for all these Micro's. 

Atari. VIC-20. Commodore. BBC, Sinclair 
Spectrum, ZX-81. Dragon. ORIC Texas, 
i Epson. New Brain. 





m my ^ Eden Walk Precinct, 

VISION oIOkc MK n .^ raeB ' Surrev< 



Tel: 01-546 8974 



eh spEcirnm 



fttOSTPS 1I¥1N©I 

by Dominic Wood 

The best maze-chaser game available for the Spectrum *Super-fast 
machine code action "Excellent graphics *Fu|l use of colour * Sound 
effects and tunes * Normal or Invisible maze *Skill level selector, 
novice to expert; this game cannot be beaten 'Usual features, gobble 
action, four ghosts, power pods that turn the ghosts blue, blue 
ghosts give 400, 800 r 120Q r 1600 bonus points. Top score, for 
Spectrum 16k or 48k. ONLY £5.95 



CVBDTRDn 



by Dominic Wood 

New from Micromania, this has to be one of the hesi arcade type 
games available for the Spectrum. Blast away the attacking robots 
before they get y° u *Super-fast 100% machine code action 
* Excellent, smooth full colour graphics "Explosive sound effects 
*Four different types of robots * Deadly accurate bombs *With up 
to 50 robots on screen at a time, this game cannot be beaten. Top 
score, for Spectrum 16k or 48k. ONLY £5 95 




PRICES ARE FULLY INCLUSIVE. GUARANTEED DESPATCH BY 
1 ST CLASS RETURN POST. TRADE INQUIRES WELCOME 



MICROMANIA 



Send cash /cheque /PO to: Micromania. 14 Lower Hill Rd., Epsom, 
Surrey, KT19 8LT. Please write clearly your Name, Address and 
magazine & month this advert was seen in. 
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_• 

AQUARIUS 

AQUARIUS The brand n*wAqg*tluj 
Personal "Computer ii part ol Mattel 
Eleclronics latest development! in 
advanced technology and often <u1l 
home computinH facilities, ai well » 
extenaive game play, using a very 
•.vitJu range of plofi in cartridge*. 
Since Aquarhi* it a Mattel Electronics 
product, it benefits bv l h e company"! 
wiri* experience of producing high 
technology equipment, u wedl « their game programming expertise which a evident 
from thfl advanced games which have been produced for the I ntellivision . Aquanui cents 
£79 ana comes with microsoft basic built In. It il » simple to use thai youll be writing 
your ttf%% programs within mtnuies of taking (he machine qui of its box. V«j can even 
record the programs on your own cassette recorder at home, so you can use them agatn 
it a later dote. Moat available domestic tape recorder! are compatible wth the Aquarius. 

A. POWERFUL MACHINE For .ill .is simplicity, it is also very $ophijticated. It h« a 
Z80A o'ocesior .md SK of built in ROM a* well as 4K of HAM, which is user expandable 
10 62K M has a display of 40 a 24 characters r and a graphic resolution ol 320* 192 with 
a total character set ol 256 including the compter* ASCII set with upper and lower cuse 
letters, numbers a«d additional graphic lymboril. The keyboard has 49 fuH stroke 
moving fc*yi r unlike some of the cheaper machines which haw membrane keyboards. 
The size of the machine lexcluding any ol the additional peripheral*!, is I3"x6"x2". 
PERIPHERALS; It hf vary easy to increase the capabilities of your Aquarius a* all the 
pariphe-rals plug straight into one another. You can add a Primer, a Modem, • Data 
Recorder, Mim Expander and other items. All of the peripheral* are vary easy to install 
and whet ts more, they're easy to use, But the best news of all if, they're easy to afford. 

CPM Q PE" RATI N C CAPABILITY : Th* Aquarius is capable of being expanded to 52K 
RAM and later in 1&83 a disk drive will be available for it, with |h« commercial CPM 
bonnets operating system, This will allow you access to one of the largest toltwara 
librenn In the world, with literaiiy hundreds of programs available lor you to use. 

CARTRIDGES. Various sophisticated programs will be launched on plug In cartridges 
such at a Vlsicalc type spreadsheet * r,c * a word processor, In itddHion there wiU be 
dozens of game* and utilities and alternative languages such as 
Logo, which combined with the built in microvolt basic gives an 
unbeatable combination ol high quality programming ability. 

MATTEL AQUARIUS - £68.70 + VAT = £79 






ATARI 400/800 

NEW LOW PRICES 

ATARI AOQfBO C W -h trie AiBt < Personal 
Computers, yw can play the- ult-mal* in 
T.V. games, teach yourself new subjects 
or skills, balance budgeti.and even write 
your own computer programs in Basic. 

SFf^CIFICATlQtjSj Both the Atar. 400 
and BOO can display in up to 16 colours, 
each with 16 intensities. They have four 
i nd*tp4Hidtini sound synthesizers formunc 
tunn/game sounds, giving four octaves 
with variable volume and tone control on 
your T.V.'i speaker. The display graphmi 
are of amazing quality, having a detailed resolution of 320 c 132, comprising 24 lines of 
40 characters. Atari personal computer? have a standard 10K POM operating system, In 
addition the standard Atari 40D C£l49) comes with 16K of RAM, and the expanded 
version wUh 48K if 198 r . The Atari 800 <£299) cum*s with 48K as standard. Both me 
400 and BOO are now supphedwuh a FREE £40 Basic Programming Kit, which includes 
the Baste Programming Cartridge, as well as a 1 20 page Bene Referent! Manual and the 
184 page Self Teaching Manual by Bill Cerrit called 'Inside Atari Bas*c ', so you can begin 
programming straight away, without buying eny 'extras' Even a mains plug, is supplied* 

OVER 500 PROGRAMS AVAILABLE: The Atari computers are supported by wall over 
SOU piog'ami available lor your mat, a larger seiection than you will ftnd on any other 
television game or home computer! Tne wide selection pun Atari way ahead ol the 
competition, Just fill m the coupon and we will be pleased to send you a lull price hst 
which gives detail! of our range of software available for entertainment, home education, 
programming and home office use. We itimk you'H agree whan w* say it's qjuite impressive 

100 FREE PROG RAM S FROM SlLlCASHQP If you buy your Atari Home Computer 
trom SHi^tf Shop, you' will recieva a FREE presentation pack of 6 cassettes, contain, ncj 
100 programs including games, utilities and demonstrations A 16 page booklet giving full 
details of all of these programs is available on request, if you have already purchased 
your computer elsewhere you can buy ihe set of 6 cassettes for C30 What \ mom. S.iic.i 
Shop Offer a two year guarantee on ell computers as wall aa a FREE loyttick This adds 
up to a great offer that we believe can't be beaten or matched by any of our competitors. 

ATARI 400 16K - £129, 57+ VAT =£149 
ATARI 400 48K - £172.17+VAT = £198 
ATARI BOO 4SK - £260 .00+ VAT = £299 



£149 



VIDEO GAMES 




COL ECOV ISION 

.rWyV ^ r - -i 1 THE SYS TEM; T he CBS Coleco vision 

J V ■ ■ flJ iffe . ii-.-, standards n video gelna 

play, The excellent graphics ore well 
implemented with arcade titles such 
as ZaHxrjn, Lady Bug, Gorf, Wizard 
of Wor. Carnival, Mouse Trap and the 
lovable Smurfs. The conspte comes 
suppl.ed with a thn.Hj screen arcade 
qujtf.tv version of DONKE V K.0NG. 
Parker end other companies have also 
announced ranges of cartridges Un 
Colecovision, to further enhance |h* 
wide rang* ol quality titles available 
for this new television games machine. 

T HE CONSOLE: The CBS ColecOVkikon video games syst*rn has advanced technology 
which produce* superlative graphics resolution and excellent sound elfecti. The styling 
of ifie console and hand controllers has been carefully researched; the console i* designed 
to complement modern hi 'iech equipment, and he* clear features for easy operation, 
The hand controfleri allow fingertip control via the B direction joyttlck, and feature 1 
independent fire buttons. The push button keyboard is used for game selection and for 
game control with some cartridges. The hand controllers are detachable and are connected 
to six feet of telephone coil cable, storing neatly away m the console wNm not In use. 
ATAR» e_ Xf'AlVS-IQN VIQDULt^ The Atari converter module allows Aiari VCS software 
cartridges to be played on the Colecovision console, allowing owners |h« freedom to 
purchase from the extensive r#ng* of Atari compatible cartridges. It also means that 
existing Atari owners can buy the CSS Colecovision games system without discarding 
thair software library, Silica Shop offer pert exchange facilities if you with to upgrade. 
TURBO EX PA NSION MODULE: The Turbo Driver Expansion Module allows you to 
actually driue the vehicle thai appears on your T,V, screen. ThB module consists of a 
steering wh«el, dashboard and accelerator pedal. One hand controller is mounted on the 
dashboard to provide a gear change unit, The module comes complete with a Turbo 
Driver cartridge, the first of several cartridges to make use of the module, w+iieh provides 
all the action of sitting m the driving seat. This faolny Is unique to CBS ColecovlsJon, 
HOME COMPUTER EXP ANSION MODULE; The Home Computer Module scheduled 
Tor iaie 1933-, allows conversion of the games unit into a 
sophisticated Home Computet. This flexibility of design 
•s an important feature of the CBS Colecovision System. 

COLECOVISION £127.82 + VAT -£147 



VECTREX 




THE SVSTEM J Vectrex «s a totally unique Home 
Auiade System, which has been exclusively designed and 
engineered to duplicate real arcade game play . Complete 
with its own monitor displarv, Vectre* won't causa any 
arguments over the use o1 th* family's television because 
ii has its own built in screen. 

THf SCREEN: vecirex doe* not use ordinary d>splay 
lerhmaui^ .nsiifnu 1 1 jses vector scanning to control the 
images on the screen With this scanning method, the 
gun only updates t he area of the screen thei has changed . 
whereas a normal T.V. re -transmits the ENTIRE screen 
50 times a mmute. It Is thu that gives Vsctrex its speed, 
and means that very little computer power it required 
for screen control, and the results provide very P*»i 
nesponding and clear images. These 'Vector Graphics' 
are used in several arcade garnet such as Aneroids and 
Battleit0ne r to give you mciedibly high resolution and 
quality. Vecirex brings all of this I torn The arcade right 
■mo your living room. The Vectnji screen is capable of 
displaying 90 columns by 40 imes, which is significant 
J to the extensive developments planned for the system. 



£147 



EXCITING SOUNDS AND ELECT BOW ICS: Vectrea has an advanced microprocessor 
with more speed and power and exciting effects than many home video games systems. 

HEAL ARCADE CONTROLS; Vectr** ha* a unique control panel , similar to lhp»« used 
m many real arcade games, with A concave action huiions and a lull 360" setf centering 
joystick. This control panel has a 4 foot detachable cord for maximum player freedom 

ft£AL ARCADE GRAPHICS: Vectrex has its own 9 ir*ch v»rtkd*l screen and unlike a 
conveniionaT T.V. screen, uses advanced display technology to achiave bnlliani. high 
resolution imagery and superb name play never before pcwutile. The Vectrex disvUv 
provides special effects too. such » 3-D rotation and rooming in and out, which a 
regular T.V cannot match. Using a black and white monitor, each Vectrax game comes 
supplied with its own coloured plastic screen overlay to add to the excitement of game 
play. The range of Vectrex cartridges L£21 J»5 each), gives a good selection of arcade 
gaiTHi* such as Berierk, Scramble, Rip -Off and Bomber Attack Vecirex comes complete 
with i> rasi paced Minestorm 1 game built into memory. 

VECTREX: VectrBX has an advanced state -of -the art 
microprocessor ™th more speed than other T,V. games. 

VECTREX - £129.57 + VAT = £149,00 



£149 



IILICA shop? 

IHW ShM W am l'» '"Jit iiiKnH'SuPPUri ;< V-UH. 5-TMl* P*fclllll C ttn(W»1 HWfVmfr Itlllum ■rttal.lt *!□!» Mta flfOf 

Mm ai io Mm ma ft miw l i l « p-uinit « ui rum; cmMt h rrvlcM tn mv ■"*■> toflpUr. Xm Dal m **iw wimmti «* 

• iw> dUMHTHATKIM PKILmn m I i 1 M •mn^^imn*, Ibka m w *wm - S4nv. m *mlian ■ — - ■» w 

'WfHWUHiijn — — hirtknkr v^* |j(^i.ivrw*i|""1"*rlrti»'»'"* , i 

-uii -j*MB tm mm *m**>m wtr mm — — * m |m im *■ i »rif *r v ^ .... — . 

'ill! F,a|T(iWmi«imr ma/mw* wmmln aMMiS '"It. -^1 ^ — * ' 'I*** CL***<*T .BMHtaniNt 

^ifaM mm " .ihw ■ i amm O >v J 1 u ' ,«i-*f*. CI '<- «"i w W 

u >w LI"W* if* -—' 



01-309 1111 




-URvlCL-iHrMai. *vwmi* \m » # »i« mf » I^Mim^ ■Ti'Xl «i«*»i t« ^J?**" *, 

i rnTrnmi ii mvmzt clMlM mm mm mrm mr Hln4 «r ■ m mi mml tr, n— ••<■> mujmi mi*n f w A w mtt^w < • V >r^— i^v.i»h 
™h »c ~wm- ****** H hmm I**m, ** mm Ir . — -i m 

- wnita umi IM HMPVTin nvt* *m _tW > v.1 *t+r—r&, uvm •* n «ua mw*m wxl m<W w —r mm, ll mi i l irttrmmawi w —r-r 

•mm J m .ik, niw *M kau n mmmm *mn ■ w* *H now BJf •wmrw i n w— *« I im ■ idk^H ■ nmmm mim mwr iw f«* *-* 

• ■^.mri.^— f (#i(»niiniiw 
m rti^M nmm\ onmn CZJQ mr Fan r ■ |H ' 



MHfll 



III 



'HlllllllH 'Ml 



J J 



III 

SILICA SHOP LIMITED, Dept ICVG 0783, 
14 The M&ws, Hatherlflv R oftd- Sid cup, Kent DA14 4DX 
Telephone: 01 309 1111 or 01 301 1111 
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VIDEO GAMES 



ATARI A 

ATARI VCS (2 600) - THE NO T BRAND LEADER IN THF LJ K 

ATARI : The Aian Vidci; Computer System known as the Atari VCScr th* 2600 hn now 
ber:nmB the T.V. game brand leader. In the U.K. there ere over 700,000 owners of rhe 
VCS with access to a range of over 200 different plug in cartridges, uch having a multitude 
ol different vwiatkwit and difficulty leva!*, Evary system comn compete *»th The main 
console, two individual rOystiek. controllers, a p*lr of paddle controller*,, aerial splitter, 
malm adaptor and a 27 same Combat cartridge. It give* you bright crisp graphics, realistic 
sound affect* and ev*n specially designed circuits for (Ite protection of your Television Set. 

SECONDHAND GAMES; We currently have several secondhand Atari VCS unit* In hoc* 
which we ere selling for onlv £49 (me VATl , This price includes the Console, with Combat 
Cartridge end all the accessories, as well as a 12 month guarantee. 
We also have stocki of several secoi*dhend cartridges many at bell 
price (all with 12 month* guarantee). We will normally buy back 
secondhand units and cartridge* at one third ol our standard price. 

EXTENS IVE CARTRIDGE HANGE: The Atari VCS It so popular that in addition to 
Atari's own cartridge*, there era over 150 compatible cartridge*, produced by at least a 
doien di detent third party manufacturer!. Silica Shop has. one of the large*! cartridge selections, available In the UK Our range of 
over 200 titles [printed either side of this column). Includes: item* in stock now. es well as many of the new releases lor later in 1983 

SILICA ATARI CLU5: Silica Shop has over 30,000 Atari VCS club members registered on our computer As a specialist company 
we are able to obtain advance Information about new developments and send detailed catalogues to alt of our club members, enabling 
them to evaluate new product* before thay buy. This h a totally FREE service, to receiv* your copies complete the coupon below 

SERVICE CENTRE: Atari International I UK) Mr hai recently appointed Silica Shop as an authorised Atnri Service Centre. This 
means that we can now service your Atari VCS or 400/800 (under guarantee if appl Icahle I , whether or not you Purchased Jt from us. 

VCS COMPUTER KEYBOARD^ A keyboard will soon be launched id convert the VCS into a fulry programme*! le home computer 
For funhe«- details, ,om our club by completing the coupon below, We will than let you know when further Information i* available, 

STARPATH SUPERCHARGER: The supercharger plugs into the cartridge socket of your VCS and expends its RAM almost 60 fold, 
Irom 1 28 to 6,272 bytes. Thu increased memory odds vivid high resolution graph let capabilities and significantly lengthens the game 
playing time. Supercharger ha* a range of multi-load gemes (at Et9.46 eechj, there offer the facility to play a 
game m several disimc-t pert* I great for adventures I, the nejtt section being loaded whan you have completed 
the previous one, thu» enhancing the game play. For further informal inn please complete the coupon below. 

ATARI VCS CONSOLE- With Combat Cart & Accessories £68.7 0+V AT = £79.00 
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W» stock, a wida range of accessories for the Atari VCS and 400 iTJOQ personal computers. 
The same accessories can be used on the Commodore VIC range of computers. The Wico 
range can e4io be used with the Texas Instruments computers on purchasing a special 
adaptor. To give you an idea of the range available, iust take a look at the fallowing hit . 



Trackball 

by Wico 




IE STICK; A, mercury Mied loyitick jpetiaHy made 
for one handed operanon. with thumb lira button. 

QUICK SHOT: Thi» joystick features a contoured 
handJe grip, thumb trigger and optional baie fire 
button. U is supplied with 4 sure foot turtnn grips. 

STAR FIGHTER : Nrai arwf ccmpacl with a small 
direction *t»ck Metal interior for added strength, 



VIDEO COMMAND: With n 
raperjij handlrr, this toyitick 
<s for one handed use. It has 
s directional control which n similar to a jet fighter joystick. 

WICO HFD 8ALL : An arcade :ype laystirk with a red halt handle, 
1 features 3 fire button locations, one at the h«*e and one on the 
stick, it comas supplied with 4 grip pads for easier table top us*. 

WICO STRAIGHT STICK; The main feature of thrs 
joysrici: is Is arcade style, bat handle grip. It also has 2 
fire buttons. Four grip pads included 'or table top use. 

WICO TRACKBALL: A true arcade style trackball far 
use with vour Atari or Commodore VI C. This product is 
designed to give arcade cpntro< >n your living room 

tJ j EXTENSION LEAP: A 12" eHHm,k.n f 0 r Ata' and 
Atari ccunpatib-ie [ov slicks for greater player freedom 



Wieo 
Straight 
Stick 
with 
Stick 

F.ru 
Qutton 




MATTEL 
INTELLIVISION 



MATTEL INTELLIVtSIQW: The 
Mattel games unit is a most versatile 
T.V. game which uKrn.l n graphics 
quality for only f«g. Each cartridge 
come* with 2 overlays whteh fit over 
the uniqus- hand controller giving 
easy directions for game play. Using 
the handsel's control disc, obntcts 



can be moved accurately m T6 direction* giving a realistic simulation of lifelike movement. 



VOICE SYNTHESIS; The Inteltivoice unit, price £49. is used with special cartridges 
wttart high quality symhesisad male and female voices feature e» part of the game play 




MATTllI, CAR tHlpQC H Eli AW IrfKy rwji tomptn 1h* nmpoi Ihkim irvl ip>p tfi« S<*«l Mmh-i OWMn 
flub -mil ncBiifa mir EHEfj **** Dulitur* and M ciWnfjn 4Hiii>nf Mhih ifftaai Tfmr+m*V n»n tm «*i 
riireiy c<itiiilf|n jv» laCilr litr :t-» VlaiiHl |<vl § vngl\ MlBCI'On 1t&* fimm r in»«rt hrlnv. 



MATT. 



l!ui. SntJir 



5(fJ»r« Buroif Tim*. Eknr Bamtrnm. CW. Cloutfv l*nynr».n. L«oW0|.HH Min«jn * W VM irCnrl» 



thmv Shot. Smir Sulnr Soki Sfmrtm, V«rrpn, Wimtr Oi v itviic. A C 1 1 VISION 1r».H ».i'*n &iar«<cir 

BhFt^riru, Cifnimtl, DanWianfe. Ckirr. Mmivtiv. Smyrl, Solv Fa-, Tjrto, Vmiuia. W-ifrrial fr-w 
V"J»t. rir#r-,il a lev Tr^k. hjon BUM M.1mr Swnnli * Wpann tir^i.ri. Trnutilr Vth li Hmtw 

J"im Bonis DOT. Lonl ol ttm Hir^p. PqiHW. Q-Ehn. So^n«U#, Sw Vrat*. Sufat rinhr* 1„i*nlh»m 

COMPUTER KEYBOARD: In July/August 19B3, Mattel will be launching their new 
computer keyboard attachment called 'Loicky' which is fully programmabl* 
and has microsoft basic buift in I r will rranslprm your Master Companeni into a home 
computer. The adaptor also accept* a 6 note polyphonic music 
synthesiser and full size 49-k*y piano keyboard that wiN makr 

learning muSiC a* #asy ax playing games. 

MATTEL CONSOLE £85.22 + VAT = £98.00 




VIDEO GAME CLUBl FREE LITERATURE 



In a left moving mariwt like video games, >t is difficult to keep up to date with all the 
developments thai take place. With new programme* and accessories heing intrnriiic*rl .n 
a fast r B t* by several different manufacturers, it i* impossible to get ell the information 
you reouire from one manufacturer alone. It is for this reason, that we have set up 
Owners dube lew the more popular video games and home computers, to keep you fully 
up to date with what is going on with your particular machine. As far as we know, Silica 
Shop are the only company to offer such clubs, but that i* not surprising *ince we are 
the specialists. We currently have FREE clubs tor the Aien VCS. Atnri 400/500 home 
computers, ttnd Mattel I niellrv mon. Soon we wifl huivw dubs for CoktCWRlion, Aquarius 
and Vectm, So il you own cwib ol these machine*, fill in the coupon opposite, and we 
will s-nTcl you FREE OF CHARGE in the dub relevant to your computer or video game 



01-309 1111 
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SILICA SHOP LIMITED, Dept ZCVG 07B3, 
14 The Mews, Hathorley Road, Sidcup, Kent DA 14 40 X 
Telephone: 01 309 1111 or 01-301 1111 



FREE LITERATURE -Fleasa s*nd m* your FREE LITERATURE and 
cHiakrfyues cm the following item* 



OWNERS CLUB - I already own the following piodurn pir^r enrol 
me in your FREE club: 



Mr/Mr$/Mlts : 
Addrats: 



Has! HI M 



Initials: 



Surname 



ZCVG 0783 
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FREE LITERATURE 




PLIGHT 
SIMULATOR 
ft HRiEr-TNG 

A 1uM blown «** wrrttnn anultw (#fi*er al Ihe famous. Atom 7<n rq* fcmo inMMiTwnl iinit Mifiuil dispUt 
UrtKh and jrdinci Full sj***i» bnij«™ p'oqrurn At** ch«r1 notes and t1 fl rw .ilan 




J 



'CUDHNTI ■ B* 



A ntm eoneapt, a n*w classic 

Wolf pack III 

KM MICRO 32K 

Combat brwUng and prwjfam 

Sometimes your 1inst warning * a lancing diBrup- 
tar Deam slr.k.nn 1rQm beyond — ■somotimos th*> 
<\\.\\v-\\&\&& close al hand Yoo are »i|tw qu^ioi 
dead' 



... uMwmmmol n .« - .1, - .t «< :• St*r«ld i'.iii'-.:. ^ M Btii| oni*nl,«c*i 

sh* h*n ,u o*n niMton dnd dfiBt.ny 4 Typtff d Bfi#fny molBor Sir** a Good «r*1sgy rnwafided b> «mngy 
« pr<*r*j*)n Poor rh"*d«l by flWH' dam rwcun-rt#u*l pOSS*Hei HtjUUng bean stabcm tUp 

9hlA:nt *nrp 

KREMLIN 3D murU wve< mair tfrflmlm Knr-**l! Stendad Rumtam PhciIlI E«plcrn«ar. 

WOFttl PEHFfCT lr*txl»y *™3 v«ruAla M crtuiwi word (HQOWHcr (add W W dine vefsiuni. 
DEALERS PHONE 1 0903 1 205076 WVALTUS DOC PAYS THE BEST FOR THE BEST 



OfdOT to: Doctor Sott, Z5A Coraygr** Hd . Peterborough 

MO extras all prices 1u«y inclusive 



copras or 747 i« Efi.flS 

cop.es or Woirpack f/.gi 
copies or Kremlin EG 36 
copies or Word PeHecl 

TOTAL C 



Name 
Address 




DOCTOR SOFT 

ADVANCED SOFTWARE 




STAR TRLK 4SK 

Rid the Galaxy ol the evkl 
Khngons. Proleel your Star 
Bases from attacfy ["Easy m 
p/oy. Difftcult'lo beat" 
Sinclair User '#2 J 



16K Spectrum GOLF 

Mi Res Full colour graphics. 
A yame for 1 or 2 players. 
All the features of a lull sbte 
course THE family game. 
(Reviewed Sinciair User 
Oct W 





PEP 




THE PROGRAM CNHANCEMENT 

fackagi fort rut ixii n*m 

A aijiti D-l b*i-v la uw i-.<k hinp codn 
<ouiinHdasjgnHl to cr •nil arm your 

■ DEFiNf D SCROLL REGION 1 Una to 
*Im*i icr**n ■ SCROLL vfv lionrv 

■ FILL SCflEEUUrSv (N'^lf 

■ CHANGE BACKGROUND 

■ CHANCE f- 0 H IGROUND 

■ IN v EASE VIDEO ■ FLASH SCREEN 
■ CLEAR SCREEN ^.inourcrnng.rnf 

print pcniiian 
Suwlwil on iap« * ,rh J A H D t MO 
PBOGR AM inOiFUtL ntl ruction 

booktar 

ONLY £5.95 



ONLY £3.75 



GNASHER 16K 

THE ULTIMATE MAZE 
C5AMF. G hosts. Energy Pills. 
Bonus Fruit, Sound, Colour 
+ much morii Starts easy, 
Becomes impossible 




ONLY £4.95 



Send to R & R SOFTWARE (CVG) 

34, Bourion Road. 
GLOUCESTER CL4 OLE 
Tel: GLOS (04521 502B19 



48 HOUR DISPATCH 
Overseas +10% please 
Large Dealer Discounls 




ST An ATARI Users Magazine 

30000 

ATARI 400/800 OWNERS 

Would get more enjoyment Irom Ihelr computers il they 
could rEad a magazine devoted entirely to Atari computers. 
Now thev can — with Page B. 

Page 6 has now reached it? 4th issue and continues to 
provide news, reviews, articles and program listings Irom 
users in the U.K. and to bring you the best user group 
programs from around the world — particularly from the 

U.S.A. 

Page 6 is published bi-monthly with Issue 4 due at the end 
a\ June. The annual subscription Irom Issue 4 is £6.00 
ILK,. EOO Europe 115, DO U.S.A./E16.50 elsewhere 

Issues 1, 2 and 3 are available (though in short supply) at 
70p each inc. pSp. 

Page 6 has received praise from readers and retailers tor 
its presentation and valuable Information. To find nut what 
you are missing subscribe now to: Pap 6. 16 Underwood 
Close. Parkside, Stafford, (Pfease make cheques payable 
to Abacus). 

PAGE 6 - 100% ATARI COMPUTING - PAGE 8 

I 



BLABY COMPUTER GAMES 

Announce new games for the following machines: 



32 & TRS80 CC 



LASER BLAST 




You tiave only a 
taw shields left 
Can you withstand 
1h is constant bar- 
rage ffom the 
Khngons? Ifi* 
H 95 



PLANET CONQUEST 




LASER RUN 




Land your Freighter 
Ship safely and 
lhen you may pro- 
ceed to your nexi 
&olar system f Sfciil 
levels, etc) 1BK 
[6.95 



A nail biting star 
wars type c 
16Kf6 95 



SPECTRUM 

CONFUSION 




You ar« irjiaNy 
CONFUSCO"' and 
sre btung attacked 
Irom both sides by 
ihe- most nastiest 
Aliens known «n the 
universe *BK M C 
£4 95 



GOLD DIGGER 

^gj^ Dig your way 
through the mine 
and collect the 
gold nuggets on 
your way and 
dislodge a rock 
and kilt a nugge" 
knasner 48K 

CHOPPER RESCUE 

Scientists are 
being entombed 
under radio ac- 
tive waste, can 
you as a Helicop- 
ter Pilot rescue 
them all m time? 
48K M C £5 95 





ATARI 32 K RAM PACKS £59 95 



DEALER ENQUIRIES WSlCOUEt 

Blaby Computer and Video Games 

Crass ways House, Lutterworth fid, Blaby , Leicester 
Telephone: 0533 773641 



m COMPUTER & VIDEO GAMES 



Brace yourself for a 
new generation of sof 






]D TUNNEL liiK*flK#5fiecirurr 
A *u6 aclgr, adventum gome Co last 
-ftiur skill ami n*f\* What lies iinhe 
atpthi <ji die tunnel^ Frying bits. 
reaping Mads, scurrying ra«, crawling, 
iptdw jll appear in the depth* ij! thfl 
moving tunne* The 4BK vei^ton also 
hplijhi a sulpnift ifl H0r*i ONLY £5.35 
Compatible vy-m * emplon and AGF 
JayiDds "30 Tunnat Cflniiin* jom* 
Df til rnoti impressive gnjflhics you're 
kkefy ic sn o*i ii" s Spectrum" 
Cnmp-ulei and Uidao [James 





ESCAPE lb* Spectrum 
You 1 ne«d plenty o? stamina to eicapu 
1he ^-noswr nfflstod m«s Vou'llhavB 
id find Hie iw.e «id break oli of ttie 
nun, but IN T r . • ii ip-. will bt 
looking 1or yoa and the Pterai.ndt-i 
ca\M vmop down on you Bl arty lime 1 
ONLYflS "One n* m* nest and mn*l 
onowal gsniBs wb hay* se*n lor ih*i 
Spectrum -so lair" Sinclair User 



3D DEFENDER" ifiKZMl 
tanijy -yuyrscll OS 0 spocirlirjhtrj' 1 
Una's yrkir chance 10 hod out how 
pood you would be m drlsnding your 
home planet A t«i moving nacoine 
code USnie in 3D wirti niflroors stars. 
b icpio5ior*s. plasma Waste, photon 
baams and of course ai-tri space c ran 
io look out rori Your cockpit display 
wll shim shield streiigih, anitude 
prnumiiy, Forward rtdar *od your 
stun! PNIV [4S Anrj,|hB*30wBinm" 
Sinclair User. 



rno v r fx 7\/ni 

LLin LUXJ * ^' r r 

3D MONSTER MAZE* IbK ZX81 
Th* uHiitm* 30 m«« g*rrif 1rjr your 
ZX81. noc only rJo you have to find your 
way :iul vf rim /na/i: hul vi: n il 'lavii l-n 
watch out 1ar the T Hex - d wi ac tua*y 
run Hwirfe yQu whan it *myQw< 
Fast m&ying machine code graphites 
QHLV E4JS M I tiarJ to choose \\a\ 
ans program irj imprr«5 an audtenca 
Midi the capaoihtiEi o1 iha ZXSl ttie 
3D Monstai Ma/a would bo Ihv one 
wihout dautn ZX Cn-mpLling, 



FULL 
SCREEN 





FUIL ST.RETN Bftf AJCOLfT* I K ZX< I 

Vdu'mf probably played breakout belt* to 

bill nevir wfh Ihf inceHrvt rjl Itt* 
one' See haw much money you can 
yum and wiich th* pound* cryivan m 
rjglari 3 ipaedt. 7 bat wn and 3 
angles ol iflbDund all m machine coda 
iMnx-BmoFihkiiid'Whch 
Mitra and Sort-wire Raview 



'Th»M ijamei have pt Bviouaty b#*n 
available from J K Graya $ornwir« urj 




3D Tunn(M6«;48K-Vf B.95inc 
T Escaprj nr f495 kic. 

□ Knot <n 3D (§ £5.95 inc. 

□ 3D Detender @ f4.95 mc 

3D Monsiar Maza (r/ E4.9S inc. 
n Full Scrasn Breakout f« £t.95inc 
Please ttek bon Tciai inc.. 



Cheques-'PD payBlUe ' n ^ew Generation Software 

Name 



Address . 



CVG7 



New Generation Software Freepost BS3433 Oldland Common Bristol BS15 6BR 

All games wiflen by Malcolm Evrarw-THe 30 afiperi, for inslanl dtspatch phone Dl 930 9232 and quote your cred.1 card number 
*Th0M gunei Have previously been available Irwn J K Greye Software Ltd 




Freeposi BS3433 Dldland Common 

n . _ I - - - — 

Einsmi 



32K* RAM PACK FOR YOUR COMMODORE VIC 20 

SPECIAL OFFER 

CHOOSE ANY ONE OF THE FOLLOWING GEMINI' SOFTWARE CASSETTES 

REQUIRING 32K MEMORY EXPANSION: 

1 — DATA BASE MANAGEMENT 

2 — STOCK CONTROL 

3 — MAILING LIST 

4 — INVOICE STATEMENTS 

5 — HOME ACCOUNTS 

6 — COMMERCIAL ACCOUNTS 

AND ADD A 32K RAM PACK BY PLUS 80 (rrp £69.95 FOR BOTH) 

ONLY £59.99 (INCL) 

NAME ..ii.. 



PLUS 80 LTD 
31-33 LOWER ROAD 
Harrow 

Middx HA 2 ODE 
01-423 6393 

(Generous dealer discounts) 

■GfVes 28159 bytes 

ALLOW 10-14 DAYS DELIVERY 



ADDRESS 



32K RAM PACK with Software 

1 □2D3D4D5D6D 

32 RAM PACK on its own at E49.99 

SOFTWARE on its own at £1 9.95 
1 □2D3D4D5D60 

16K RAM PACK at £37.99 

I ENCLOSE CHEQUE PO FOR £ 



□ 
□ 

n 
□ 
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At last! A joystick that works! 

Cambridge Computing bring you the first intelligent joystick. 




Works on all existing software - regardless of which 
keys the program uses. No need for specially written 
software. Features include: 

• Compatible with; 
Spectrum, ZX81, Jupiter Ace 

• 2 Fire buttons 

• 8 Directions 

• Plugs into edge connector 

• Joystick and Interface £26.00 

Name 

■■■» + •■ + *■ ..-«*».<»... 

Address + 



■ . * .... . 



Please send me joysticks @ £26.00 for the 

Spectrum □ ZX81 □ Jupiter AceD 
Cheques and P.O.s made payable to: 
Cambridge Computing, 
1 Benson Street Cambridge CB4 3QJ, 

Dealer enquiries welcome please ring C P Lloyd on 
Cambridge (0223) 522905 




on 

the Adman way 



The V>c 20 really iiieak but only if 
you use an ADMAN SPEECH SYNTHESISER 
lt*i word power 15 endless as there it no sot 
vocatHiliJTv Yet operation is simple. Thu 64 
elements of English speech are pre-pro- 
grammed to lei you put your own words 
together as soon as you switch on Just 
imagine, program ad venture games with 
characters that can actually talk' 

Also for your Vic 20 tht're arv QK and 
16K RAM PACKS and the ADMAN 3 
PORT EXPANSION MOTHER BOARD. 
With proven designs of the highest quality 
they are the best value for money around 



Vic 20 
speaks put! 



Available from Spectrum, Dixons and other major computer accessory shops 



Prices A* uund 



I Please send mt! inlnr m.n ion On Adman ViC 20^ 
Accesories 



8k Ram Pack . . . 
16k Ram Pack, . . 
Motherboard. , + . 
Speech Synthesiser 



To lind out more about these products, why 
not take a lead from our speech synthesiser go tu 
your local dealer and ask for it f Or post the coupon 

Dept. C, Adman Electronics Ltd, r Ripon Way, 
Harrogate, N Yorks. HG1 2AU . Tel. 0621 740972 

Adman Electronics Ltd 15 a member of the Adam Leisure Group PLC 



£39. SB 
£49 95 
£19,95 

rag 95 



Name 



Address 
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THE 
MICRO-HOME 
PROGRAMMING DESK 
C33.40 INC. VAT. 




Square steel lube with 
woodmel amine shelves 
and back panel 

Overall $i*e 32 wide 18 
deep 34 high 

Room for disc drive 

Full width shelf at back 
for cables etc, 

Reg. design 



f flEE iM SIZE DATA WJARO WITH 
1PHING LOADED PC ACE MARKER 
FOP MISTAKE FREE PROGRAMMING 

Accepts micros up to 15 

Col. TV up to W screen 

Ideal for home office or 
school use 

Delivered boxed flat 

Assembled with screw- 
driver only. Time appro*. 
15 mins. 



CHEQUES P O PAYABLE 
TOSALMO ENGINEERS 



PHONE 06T 973 1219 



NAME 

ADDRESS DESK INC. VAT. 

PiP Each 

TOTAL 

SEND TO SAL MO ENGINEERS, 

REAR 49, CROSS STREET, 
SALE, CHESHIRE. 



ITEM PRICE 

£33 40 
C 6 00 

£39.40 




1 



■ 



DRAGON 

Amazing £5.95 

Mini Games Selection £5.95 

Stockmarket £5 95 

Surprise £8.45 

Golden Apples £8.45 

Scanner 13 £8.45 

Planetary Trader £5.95 

Alien Odyssey Parts I & II £9.95 

Database £15 




ZX81 

Treasure Island 
Biorythms £5.95 
Spelling Tutor £5.95 



SPECTRUM 48K 

Master Code £6.50 
Mystery Manor £6.50 



TI99/4A 

Underground Adventure £8.45 
Alone At Sea £6.50 
K — 64 £6.50 



pi 
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Q_ 

DC 
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X 
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SOFTWARE LIBRARY 

FOB 

SPECTRUM 

Low cost weekly hire of the best arcade games, adventures, 
utilities, languages and business programs. 

• Membership only £6,00 for 12 months 

• Program hiring from only 80p (plus 25p p&p). 

• Free fulty descriptive catalogue for members. 
9 New titles constantly being added. 

• Purchase new programs at discount prices. 

• Return ol post service 

• All tapes despatched using first class post. 

• We have full permission and licences from the leading 
software publishers, to whom royalties are paid. 

Compare ihese features with our competitors and you will see 
why more Sped rum owners are joining the Kernow Software 
Library Join today by clipping ihe coupon below or send a 
S.A.E. tor further details, 



□ YES. please send me my free catalogue and selection 
sheet I enclose my £6 cheque Postal Order, 



NAME 



ADDRESS 



TEI 



Send to; 



KERNOW SOFTWARE LIBRARY 



(Dept. CVG) 
55 ELIOT DRIVE, ST GERMANS 
SALT ASH, CORNWALL PL12 5NL 



TEHnHnflL SOFTWARE 

- THE GAMES YOU'VE BEEN 
TO SEE! 

FOR THE UNEXPANDED VIC-20 
TVIC 3 Skramble! 

Terminal Invaders 
Meteor Blaster 
Gridder 

Line Up 4 Reversi 
Get Lost! (3D Maze) 
ADVENTURES FOR THE VIC-20 
WITH 16K EXPANSION 
TVIC 9 The Curse of the Werewolf 
TVIC 1 0 Rescue from Castle Dread 
TVIC 1 1 Magic Mirror (8k Expansion) 

FOR THE DRAGON 32 
TDRAG1 Line Up 4 
NEW COMMODORE 64 PROGRAM 
TC64-1 Super Skramble 
Dealer Enquiries welcome 



TVIC 4 

TVIC 5 

TVIC 6 

TVIC 7 

TVIC 8 



£7 95 
£5,95 
£5 95 
£7.95 
£7.95 
£5.95 



£9 95 
£9.95 
£9.95 

£4.95 
9,95 



We Will pay up to £1000 for good, original pro- 
grammes for any of the popular micros 
DEMAND our games at all good computer shops, 
or buy mail order from - 
Terminal Software, Dept. CVG T 
28 Church Lane, Prestwich, 
Manchester M25 5AJ, 
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supermarket. . . supermarket. . . supermarket. . . supermarket 




Can m stop Mem? 

Protect your dam from wave after 
wave of enemy bombers. Different 
skill levels, stunning graphics and 
sound. A colourful arcade style game 
lor the Atari 400 300 with 32K and 
the One 48 K, (Ptease state which.) 

£14,50 (inc. VAT + P&P) 
Available only from: 

I. FMT SUPPLIES 111 

34 Field Road, Reading. 

(Cheques & P.O. $ only) 

Dealer enquiries welcome 
Tel: i. 07 34 1 581682 



UPGRADE YOUR tSK ZX SPECTRUM TO 4SK 

SAttfL* PITS IMEANlLlrY WITH NO SOLDERING DM 
$E«I£ 2 MODELS UNLIKE GOMPETITCn?, WE US£ NO 
REJECT COMPONENTS AH& AN ADAPTOfl P C CK TO 

ACMEVE RESULTS QfcSlGHED B* EX SINCLAIR CH 
fllNEER MODEL CP*& E23.*l INC. PlP^EKTOHl AND U*. 



ffl MEMORY EXTENSION QNL Y £23. §5 



CITADEL PRODUCTS LTD. 1 
0EPT CVG 50 HIGH STREtl. 
7EP. 



ATOM 



ADVENT JRE lnves1*gaie sirange tiappenmgs 
in the old country manor — then try to escape. 
UK. Full machine code £6 00 tnc. 
SAPARI Bailie ihrough (tie steaming jungle in 

seafcti ot tfte lost city. 12K Basic Machine 
code £5.00 inc. 

Hi LO. A version of Bruce Forsyth's popular TV 
card game 6-K text, &K graphics. £4.00 inc. 
RACE A chance for u p lo s»x players 1o spend 
a day at ihe Atom racetrack 6K text. 2K 
□raphes. £4.00 inc 

FOURTH DIMENSION SOFTWARE, 15 

Killearn Drive. Ralsion. Paisley PAi 3DG. 



ATARI COMPUTER OWNERS 

Make Ihe most ol your Alan 400 BOO by hiring 
irom our Software Library We offer a wide 
selection ol the many games and adventures 
on itie markel lor your computer 

For full dele lis send aS.A.E. to: Star Hire, P.O. 
Bos 48. Bracknell, Berks- RG12 4 WD. 




v1;(' ;pQ 5| \(""p 



XX 81 XX SPECTRUM* 

ORACONn VK lO'BBC 

The very best mail order items ' 'over the counter' 
Games. Keyboards, Serious Programs. Rams. 
Books, Peripherals and much, much mere! 

FAST MJUL DflreH SEHVi: :. ~<M 01-769 2337 
WITH ACCESS. 'VISA (Z4hr Anwrane) 
cr send torae S A E lor catalogue (slaie wtuch cgmpuiff j 



Open 10 30 - S 30 Tues Id Sat rdosed UonctM 
J10 STHEATHAM HIGH ACAD L UN DON SWlb 



ATARI BOOKS from 
COMPUTE! MAGAZINE 



COMPUTERS FIRST BOOK OF ATARI 
GRAPHICS 

Games, tutorials, programs and lots more 

'. , £12.70 

MAPPING THE ATARI 

A comprehensive source book and memory 
guide , CI 4 50 

INSIDE ATARI DOS 

includes compiele listings and detailed ex- 
planations £17 95 

Pnces include p&p. Phone Access- Visa orders 

welcome, or cheques* P. O.s to 

Watford Technical Books 

105 St Albans Road. Watford WDt 1RD 



Tet; {0923) 23324 



ATARI 400 & 800 OWNERS 

A comprehensive range of cassette and 
cartridge games lor you to hire at very 
low rates. Send S.A.E. to; 

Number One Games Library 

1 Cherry Holl Ave, 
He a ton Mersey, Stockport, 
Cheshire SKA 3PT. 



BROKEN JOYSTICK 



STRONGER |OysliCk insert replaea- 
mtrtt* 3MOpl*d with lull NttirKj irtslrgc- 
1ions 3 YEAR GUARANTEE. E2.S0 pair 



SOFTWARE FOR ATARI <TM r 400 BOO 



16K — 9 levels, graptucs + sounrj 

16K — 7 levels crack computer's codt 

16< — Ur^e vocabulary graprncs 
16K Utility prurjram 



Nuclear Detero 
Mastermind 
Hangman 
Anagram 
Cniracler 
RatfftaHJpn 

All cassstlBS bated »r C4,95-5Cp pap each 

COMPUTER SUPPLIES 
146 CHURCH ROAD 
BOSTON. LINCS, PE21 OJX 



"a new name In flfc and Sinclair software 



E.srpr 42 

iB In tm and Sinclair sottwar 

HITCH-HIKERS 

CUIJJE TD THE 

GALAXY 

For 5*«C!"jt *BN rrs « Apple II an inc Elb 95 Larfll itliett** al 
tftflwir* trt diipU> pi our fnop 
L Hf»lrff W.ii ipict ,V ttitUW trtftftj 



fi\ vm r num ave s ihi r hi- hd <\h se a. i jse 

I i<nrj-HJWDwoiryiiWAi* ,tm 

IQ7SI | 




ARDVARK 
SOFTWARE 



BBC cELualta > i ISM taternds - The Llasvc a > la fit- ! ■ - - 
froq Snalim, crocs and trans' 1 

G&C [iuhDc 2 1 1 tin' i Vflikman — Mcrr dtLUlirq ^faphH». 

Wonn*a — Oofond |raur fuu> ceta.. 

BBC rMiurftti 'l (32K.I ChnrBprtef Dc*gr,i-i — FdulurK- 

MtJjhf range, mverl, rrftect rail. shrl. display m 1*0 motfeB. Sftvfl 

diare as motrturv or ua u bas^; prugiam Cai' sldif 2 Mrs in 

VIC cassette i ia HWqa Varhmon - FirtaMe mut game.' 
fr L xi — Snakes. crocA and dft^iu' 1 ' 

V(C cassfliie 2 i a i6KI Launcolui — A reat lim& papmca 
adnmure Our beai " 
Tr«Sftr — A h)-t«B 5tar T*eK. 

VIC CaftMfH 3 16 S.-&16K:i Ublrlifl* — disaswmtilfr dau *mnr 
iiiyeiKk read 

VK3 taMettEt 5 <16K) PoUria — A Brr*t9gie j*me You. In? 

'dc-ncrlK jcy^slrctt ocrtwnaJ 
"dmrolrsi ipyslich ctMnpulaory 

WduW QEJC rjwmsra please specify wtitci' FIQW wsium i*ey fiarv* 
:'f X O' 

Semi cheque P O lot 15 d LaMefle C8 10" iX). 10 
0*pl C. Aardvark Sonwar*. 1 5 Ouatfttbarv Aganua 
Hartttjml. CitHUnd T926 JHW 



i 
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400/80 
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ERS 



E40 per year or T25 per J year allows you to 
loan up lo 50 games of yoor choice from our 
extensive library on tape. d<sk or rorn Free 
ulihty tape tor new members, send large SAE 
to: AMUSEMENTS UNLIMITED. 49 LESLIE 
CRESCENT, ST MICHAELS. TENTERDEN 
KENT TN3Q 6BX. 

Tel: (05806) 3830 (evenings) 

DISC BACK UP SERVICE 

CHRISTINE COMPUTING 
TI99.4A SPECIALISTS 

SOFTWARE GAMES - CCSQl Norm Sua . CC34& 
Co*}* Break". CCSD3 Astra F^hlBf , CCS04 'Blast 
II' . CCS05 Cor«'" AtCJ SOeech.aiorCfi&Ouyafar 

HARDWARE AVAILABLE Single c«swrlfr laarl 

LITERATURE la lape anrj booklet - CCL01 
'Handy Sufi- Programs '. CCL02 PTdgram^ng far 
TI99 4A' £4 50 eac^i or Efl 00 for 2 
All onc« ndusive Send s a.e lor comple1& ksl and 
h&tiest rjescfiption, Cheque P O with oroer to S Flar- 
anoe CIo&b. WallorrJ, H^rts 



PROGRAMMES FOR 
PET & COMMODORE G4 



SOFTWARE FOR THE PET AND CSM64 

LEAGUE SOCCER 32KPET Ito* R«rn j ami CBM «4 ft M 
FealurK 92 League Tumi P r amDl a n Rulf y al a -i 1 Cup 
Compelilians, Tern Setediw. ntjurm. Elc Guwtt 
chDsen T*?am 1a League and Gup GlaV 

LONDON EXCHANGE 32'K PET iNcw FU>mi jnxl CBU B4 ».M 
Imiesi your money n arm at Iha 233 CMtipariiH-Corn-iriwti- 
lies and attamrji lo dam i oxnlroii^ig miens: «n 16 ol 
Britain ma|tiT Cgmpanirs! 

ftfllCHTON BEACH ROULETTE 16K PET |He* Ram> and 
CBM 64 tS.SC 
WaKt yiiur Inrune on he sflin d1 a *h?e; pr ha*Kinrj ynur 
Ice Cream Van abound EtngMan iwvlh due regard rr>r tj<Jb 
surAattiers and Meurauding Eiejinants'i 
TEST MATCH SPECIAL 32K PET iNew B«ni and CEJM M 

!TB 50 

Features include chnire of 4 international inarns Full 'ieid 
settrngi, complde betling and baiMg averages k*pt your 
cnance 10 improge pn EnjunrJ's recent lour a) Australia 

Al price* inclusive: iPleeee (ton 1 lofgat to state 
machine — CBM64 Elasic 3, 4 Ettcj 

" H ASHLEY COMPUTER SERVICES, 

S Garden Slrwt. Klrfcharn, Pr#slon PM 2TU 
Ttlephono. (0772) 666122 



SPECIAL OFFER 
for 

ATARI 400 800 OWNERS 

Hire your firsl 2 games free from our 
extensive range of software. Up to Ihe 
minute releases available. Apply now* 
Send S.a.©- I0: 

Charnwood Games, 21 Warwick Ave , 
Quorn, Leics. 
Tel: 0509 41260-1 



ZX81 (1GK) Space Shuttle 
Game 

Fly your shuttle Irom planet to planet, bui 
beware of the hazards, and: walch your luoll 
Also includes two other games Only C4 95 inc. 
p&p FROM. Sigma Software. 43 SexJge Fen, 
Laftenheath, Brandon. Suffolk 

Trade enquiries Invito* 

COMPUTER GAMES 
EE? lOp-A-DAY 

ATARI VCS — 400 — 800 
INTELLIVISION SPECTRUM 
ZX81 — VIC20 DRAGON 

Ask tar details ol our 



HOME ROBOTS 



Thay waft' They 1»W Tn*y plch 143 and place oD)ec 

FREE DETAILS 'ronn: 

VIDEO INTERNATIONAL {CVGk 

ZBT-291 High St.. Epping, E«b«i CMt6 4DA 
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MAKE YOUR 
CONTRIBUTION 
TO SPECIAL 
EDUCATION 
MORE EFFECTIVE 

Rohyn Frankham copes very well wiih her learning problems, 
thanks to developments with computer^ in tptvnil education. 1 ike 
many other children, she now has the ability to communicate 
with the aid of microelectronic devices which help her to write 
essays, draw pictures, an'd most important of all, to gain her 
independence. 

Learning To Cope 'S3 — Computers in Special E ducat ion, is 
the second of this annual publication which presents ihe stun ''I 
kohyn and how marn oilier physically and mentalK handicapped 
children and adults arc coping wiih their futures. Tremendous 
progress is being made through the manufacture of specialised 
devices and through the dedication of teachers un.l parents 

I earning To t ope XI looks at specialised comp ler 
hardware and software and brings you the latest development in 
applications covering all aspects of special education. Read for 
yourself how committed people have developed and redesigned 
new and existing equipment to help ihoie m special eiJuv.it ion 
help themselves. 

We can all help if we cure enough. 
Learning To ( ope '13 — ( ompulers in Special I dumliwn £2 

llcyvt wbmI mr n <ii I mttunt 1 o topf tompWwi " Spttiil I ili_*i«fi 

I .n.!..v. . .11. will •l.l.i i-.Hi I'.ISAhlr I i I .lu_*l»»IUl tl>HI[WI«n| loi I .' jllH I'ldill* f^V* 

\>-,l. , ^|.|i l »i.i«M.n»n.1 . 

I 'tl-ll Hill ....... — ... . 

\ tinlitiUinu'ni — , 

UJfM . ... 

Ka<a p&w mi is: Lunimf 1* CflJK U. H Hrttul Mill. Unukin LlldfJI 




Please write your advertisement in the box provided 



CONDITIONS 

1 All advertisements must be pre-paid (Cheques'PO's made 
payable to COMPUTER & VIDEO GAMES) 

2 This section is for PRIVATE ADVERTISERS only. Trade 
advertisers wishing to advertise in the Supermarket sec- 
tion should contact MICK CASSELL on 01-278 6552 

3 Minimum of 15 words, maximum of 40 words allowed. 

4 COMPUTER & VIDEO GAMES reserve the right not to 
accept an advertisement 



I enclose an ad, to be placed in the following issues: 

(State which months) 

Ala cost of C per issue, total E 

NAME TEL. NO. 

ADDRESS 



MICROSELL' . CfiVG. 8 HERBAL HILL. LONDON EC1R 5J8. 



L . . . MICROSELL . . 


. MICROSELL . . . | 




1 


2 


3 






6 


7 


a 


9 


10 


11 


12 


13 


14 


15 


16 


17 


18 


19 


20 


{Please continue on a separate sheet where 
necessary) 

A TOTAL OF WORDS @ 25p EACH 

= £ 

Addresses must be included in the total of words. 
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THE LARGEST SELECTION 
OF GAMES IN THE WORLD 

We stock the BIG NAMES 
in Computers including 

ZX SPECTRUM 

ZX81 
ATARI 400/800 

and a vast range of 
independent Atari 
Software 






Wajn Computer Branches.- 



Also at: 



22 OXFORD STREET, London W.I. 
439 OXFORD STREET, London W.I. 
52 WESTERN ROAD. Brighton 
31 LISTER GATE, Nottingham. 
141 NEW STREET, Birmingham. 
184 REGENT STRE E T P London W.I. 
2*4 REGENT STREET. London W-1 



Linsac's ZX Companion series has received excellent press 

reviews: 

'Far and away the best" - Your Computer 

Thoughtfully written, detailed and illustrated with meaningful 

programs ,. outstandingly useful" EZUG 

The Spectrum Games Companion' is the latest addition to the 
series and is aimed at the games player and programmer alike 
Twenty one games designed specifically for the ZX Specif urn are 
included, with clear instructions on entry and play. Each program 
is explained fully with complete details on how it is designed and 
written. Introductory chapters show how to set up and use the 
Spectrum and how to create your own games. Later sections 
cover number games, word games, board games, simulation 

games, drce games, card 
games and grid games If 
you want to enjoy your 
ZX Spectrum and learn 
its secrets at the same 
limp i hen this is I he 
booh (or you* 



THE 

*55ie 



gjjb Maunder 




ISBN 0 90721! 02 X 



Bob Maunder 15 CQ 
author 0+ 'The ZXBO 
CompaiurjrV and author 
of The ZXB1 
Companion" Htili 
Senior Lecturer in 
Computer Science al 

1 K'<-V.ll3r HttlytSH 1 

hQki$ an MSc degree m 
Computer Science, and 
ra a Memtwr of the 
British Computer 

The Spectrum Gomes 
Companion is available 
Irom good book shops. 
I or send f 5. 95 to. 

LINSACJvu) 68 Barker Road. 
Middlesbrough, Cleveland TS5 5ES 

Postage ts tree wttrun irte U K. - 
add Cl for Europe or (? 50 outside Europe 



Everything for the Acorn and BBC microcomputer user. 

ACORN USER EXHIBITION 

Cunard International Hotel 




The Acorn User Exhibition at the 
Cunard, Hammersmith will house the 
largest display of Acorn products ever 
assembled under one roof. It will be four 
days of non-stop entertainment and 
education for parents and children alike. 

The new Electron, the second 
processors for the BBC micro, the BBC 
Buggy, all the new software and hardware 
will be on show. There'll be competitions, 
prizes, Acorn experts to answer your 
technical questions, demonstrations and 
lots and lots of bargains. 

If you are an Acorn owner, or just 
thinking about being one r you can't afford 
to miss it. 

Opening hours; August 25th-27th, 



Hammersmith, 
25-28 August 1983 

Admission charges: Adults £2 per 
ticket, Children £1 per ticket. 

We have arranged for nearly every 
exhibitor to redeem the cost of your ticket 
when you buy something from their stand. 

Group rates: 10% discount for parties 
of 10 or more. 

Buses: Frequent services from central 
London. 

Tubes: Hammersmith Broadway 
Metropolitan, District and Piccadilly lines. 

Car Parking: Several car parks in the 
immediate area. 

For details of exhibition stands and 
advance ticket sales contact Computer 
Marketplace Ltd, 20 Orange Street, 
London WC2H 7 ED. Tel: 01-930 1612. 



10anv7 pm ; August 28th, 10am-4 pm. 



ADVANCE BOOKING COUPON Miss the queue -buy your tickets in advance, 
ffitf^ Computer Marketplace Ltd, 20 Orange Street, London WC2H 7ED. 

^H^Jj^ Please spnd Adult tickets at £2 Childrens tickets at £1 

^ I enclose a cheque/postal order value £ payable to Computer Marketplace Ltd 



Name - 
| Address. 
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OR1C 



SOFTWARE 




V I 



ORIC MUNCH 

□ui" best arcade game yet. Can you fight off 
Ihe ohosts. eat the power pi's and catch the 
elusive fruit An exciting game that will keep 
you amused tor hour s. 

£7.95 inc VAT and 40o postage and packing 
48k 



ORICMON 

A complete machine code monitor including 

mnemornc assembler/OisassembJer, block 

move and verify, trace and slow- motion run 

and full cassette handling, plus manual 

£t &.OD inc VAT and 9Gp postage and packing 

i6kor48k 



3D LINK 4 

A set ol new exciting and challenging games 

Hangman, Moonlander, Subslnke, Roadrace 

and 3D Noughts and Crosses. 

£690 mc VAT and 4Qp postage and pacing 

49k 



HOUSE Of DEATH 
W you were baffled by Zodiac you will be 
terrified by House of Death Can you discover 
the secret of the haunted house and escape 
with, your life 7 

£9 99 mc VAT and 40p postage and packing 
46k 



GR*C BASE 

This is a database system used frx lhe 
maintenance of personal and small business 
information tt is supplied on cassette with a 
comprehensive manual A sophisticated query 
language is used to manipulate data and allow 
reports to be printed, data to be sorted or 
moved about and running totals to be kept, A 
Macro command facility allows the creation of 
application specific command strings which 
can be used easily by nqn-tschnkw 
personnel. Requires a 46k machine 
Pnc#; £ 1 4,50 mcludi ng VAT and 90p postage 
and packing. 

ZODIAC 

A traditional adventure game m which the 
player has to find the 1 2 cunningly hidden 
signs of the Zodiac which lead him to greater 
treasures. The player manipulates objects 
through simple sentences which the program 
can understand aiv^ can ask For his score at 
any time, A save game feature is also 
included Requires a 4SK machine. 
Price £9 99 included VAT and 40p postage 
and packing. 



ORIC-CHESS 

Using high resolution graphics to display the 
chess board this package will play a 
challenging game ol chess with five levels of 
skill The computer looks ahead to* its own 
moves plus its opponent's The skill level 
dictates how far the computer locks ahead 
although at the expense or more time. All 
chess rules including Castling and En Passant 
are obeyed. Requires a 48k machine. 
Pr>ce £9.99 including VAT and 40p poslage 
and packing. 



ORIC FORTH 

This is a cassette-Gased implementation of 
FIG-FORTH me language distributed by the 
Forth Interest Cfroup in the United States, tt 
has been extended to utilise the graphics and 
sound capabilities of the One. It is supplied 
with an editor and a full Forth assembler. 
A 96-page manual is included m the package. 
A demonstration music program is also 
• 5 ipplied Requires a machine 
Price: £1 5.00 including VAT and 90p postage 
and packmg. 



ORIC OWNER MAGAZINE. £10 

Why should you subscribe to ORC OWNER? 
Your Oric 1 is one of the most powerful 
low-cost computers on Ihe market today 
One Owner is the only magazine totally 
dedicated to the One and its supporting 
hardware and software. 
From issue to issue One Owner is able to bring 
you in-oeptti information on the Oric. advance 
news on the latest add-on s. superh programs 
to try and behind the scenes interviews with 
the engineers who designed it. 
It you wish to keep ahead ol the latest 
developments and news on the One then 
Otic Owner is essential At onty £ 1 0 tor a 
year's subscription ol 6 issues <£1 5 for 
overseas readers i can you afford to be 
without Or* Owner* SUBSCRIBE TQDA t? 

Calling all Software Writers. 

IF you can write top quality games. Ousmess ex 
utility software we want to hear from you. 
Haven't got an One? Convince us of your 
capability and we will supply one 1 

Dealer Enquiries Welcome 



Please send «we 




QuaMily 


Total 




ORIC FORTH 


Hi 


etsoo 






ORIC BASE 


,ii 


£14 SO 






20DCAC 


nl 


E 9 99 






0WC-CHESS 


al 


£ 9 99 






ORIC WON 


,ir 


£15.00 






HOUSE OF DEATH 


i' 


£ -9 90 






3DUNK i 


a', 


t B BO 






ORIC MUNCH 


iM 


£ f.9S 






ORlC OWNER MAGAZINE 




£10.00 







TOTAl 



■ Please include money for poslage 
This ■mount varies mth each ilem 
Pleas* alio* ?B days lor delivery 

All cheques payable to 
TANSOFT LTD 
liCLuB MEWS 
ELV 

CAMBS 
C67 4NW 

Please send m>B latesl price ItSl 



Nams 



Adores* 



■ 




Imagine 
games that tcdce 



uptoandbeyo 




•a 



timii 




When you buy Imagine Software you buy I' for 
life if on Irnaglne Software product EVER foils to 
load first time simply return it to Imagine for an 

instant free reoiocement 



..the name 
of the game 



All orders despatched by first class post within 
24 hours of receipt Subject to stock availability. 

Why not put a first class stamp on your envelope and 
you w»ll receive your order withm 3 days of costing 
Available from WH Smiths, Boo+s John Mer»2iev Oixons 
and ail good software outlets 

Dealer enquiries contacl Colin Stokes on 061-236 0646 



Imagine Software, Masons Buildings, Exchange Sheet East, Liverpool, Mefseyside L2 3PN 



—I 



